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OPCODE DISCLAIMER 


OPCODE SYSTEMS, INC. (“‘OPCODE”) 
MAKES NO WARRANTIES, EXPRESS OR 
IMPLIED, INCLUDING WITHOUT LIMITA- 
TION THE IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FORA 
PARTICULAR PURPOSE, REGARDING THE 
OPCODE SOFTWARE. OPCODE DOES NOT 
WARRANT, GUARANTEE OR MAKE ANY 
REPRESENTATIONS REGARDING THE 
USE OR THE RESULTS OF THE USE OF 
THE OPCODE SOFTWARE IN TERMS OF 
ITS CORRECTNESS, ACCURACY, RELIABIL- 
ITY, CURRENTNESS OR OTHERWISE. THE 
ENTIRE RISK AS TO THE RESULTS AND 
PERFORMANCE OF THE OPCODE SOFT- 
WARE IS ASSUMED BY YOU. THE 
EXCLUSION OF IMPLIED WARRANTIES IS 
NOT PERMITTED BY SOME STATES. THE 
ABOVE EXCLUSION MAY NOT APPLY TO 
YOU. 


IN NO EVENT WILL OPCODE, ITS DIREC- 
TORS, OFFICERS, EMPLOYEES OR 
AGENTS BE LIABLE TO YOU FOR ANY 
CONSEQUENTIAL, INCIDENTAL OR INDI- 
RECT DAMAGES (NCLUDING DAMAGES 
FOR LOSS OF BUSINESS PROFITS, BUSI- 
NESS INTERRUPTION, LOSS OF BUSINESS 
INFORMATION, AND THE LIKE) ARISING 
OUT OF THE USE ORINABILITY TO USE 
‘THE OPCODE SOFTWARE EVEN IF 
OPCODE HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. 
BECAUSE SOME STATES DO NOT ALLOW 
THE EXCLUSION OR LIMITATION OF LIA- 
BILITY FOR CONSEQUENTIAL OR 
INCIDENTAL DAMAGES, THE ABOVE LIM- 
ITATIONS MAY NOT APPLY TO YOU. 
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CHAPTER 1: Studio Patch Introduction 


WHAT ARE STUDIO PATCHES? PF 


Studio Patches connect the MIDI devices 
defined in your current Studio Setup doc- 
ument. They should not be confused with 
the Studio 4’s Routing Channelizing and 
Muting window. 


Studio Patches are designed on the Mac- 
intosh using the Studio Patches Editor 
application. They can then be stored in 
files on the hard drive (called “patch docu- 
ments”), or in the Studio 5’s internal 
memory, if you have a Studio 5. 


Each patch document may contain: 


* Upto 128 patches 

e Any number of Virtual Controllers 

e Any number of Virtual Instruments 

e Any number of Program Change 
Sources 

e A Patch Chain 


Virtual Controllers and Virtual Instru- 
ments are extremely powerful features of 
Studio Patches. A Virtual Controller is the 
output of a MIDI device plus some form of 
MIDI processing. A Virtual Instrument is 
some form of MIDI processing routed to 
one or more MIDI devices. Virtual Con- 
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trollers and Virtual Instruments can be 
valuable aids for both sequencing and live 
performance. They’re discussed in 
Chapter 3: Virtual Controllers and Virtual 
Instruments. 


Program Change Sources allow you to 
specify various ways to change Studio 
Patches. They're discussed in 

Chapter 4: Program Change Sources. 


A Patch Chain is a sequence of patches 
which can be stepped through with a 
MIDI controller, or the Studio 5’s optional 
footswitches. 


Patches are strictly real-time, live-playing 
MIDI connections; they do not actually 
affect the MIDI data that an application 
sends or receives. MIDI applications will 
always receive from the sources to which 
they are connected and be able to send to 
any destinations, regardless of what the 
current patch does. 


NOTE: The Studio 4 does not store any 
patches; if it is disconnected from the com- 
puter, it cannot use Studio Patches. It still 
can use tts internal Routing, Channelizing 
and Muting setup however—see the Studio 
4 Manual for details. The Studio 5 has 
internal memory for up to 128 patches. 


Although Studio Patches require a 
Studio 4 or Studio 5, you can use devices 
that aren’t attached to the interface (such 
as a SampleCell card) in patch 
documents. 


Studio 4 owners must keep the Studio 
Patches Editor application open to use 
Studio Patches. Studio 5 owners do not 
require any special software active—the 
patches reside in the Studio 5 itself. 


NOTE: Studio Patch processing occurs in 
addition to any processing performed by 
your sequencing application or your 
Studio 4 Routing, Channelizing and 
Muting window. When you are first learn- 
ing to use Studio Patches, you may want to 
disable any routings created in these ways. 


Also, since most sequencers control MIDI 
thru from within the application, you may 
wish to keep Studio Patch #1 an “empty” or 
“do nothing” patch for use with sequencer 
programs. 


PATCH DOCUMENTS 


This section discusses the terminology 
and techniques for working with patch 
documents. 


Balloon help is available at any time 
throughout the Studio Patches Editor 
application. See your Macintosh docu- 
mentation if you don’t know how to access 
balloon help. 


Open the Studio Patches Editor applica- 
tion by double-clicking its icon. 


Studio Patches Editor 


Opening a New Patch Document 


Open a new patch document by choosing 
New Patch Document from the File 
menu (or type []{N)). 


= Untitled 1 === 


LSS Juncce = 


©Pgm Name/Description 


Figure 1.1: Patch Document Window 


Patch Document Window 
Terminology 


When you open a new patch document 
window, you'll see four buttons under the 
title bar. From left to right these repre- 
sent Virtual Controllers, Virtual 
Instruments, Program Change Sources, 
and the Patch Chain. Each of these but- 
tons will be defined later in this manual. 
Below the buttons is a line for the first 
patch in the document. This line consists 
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ofa selector dot, a diamond to indicate the 
current patch, the program (or patch) 
number and a Name/ Description field 
that can hold as much text as needed to 
describe the operation of that patch. 


Figure 1.2: Anatomy of a Patch Document Window 


Virtual Controllers Button 
Virtual Instruments Button 
Program Change Source Button 
Patch Chain Button 

Current Patch Selector 

Selector Dot 

Current Patch Indicator 

Patch Number 

Patch Description Field 
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You can have any number of patch docu- 
ments open at one time, but only one 
document can be the current patch docu- 
ment. The current patch document is 
indicated by a diamond next to its name. 
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Diamond indicates current patch document 


= ¢ Jon's Patches 


© 1 Empty Sequencer Patch 
° 2 Monster Synth Stack 
> 3 Volume Squeezer 
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© 1 Empty Sequencer Patch 
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Figure 1.3: Indicating Current Patch Document 


The current patch document always 
reflects the exact state of the Studio 
Patches Driver and your Studio 5(s). Any 
changes made to a current patch docu- 
ment take effect immediately in the 
Studio 5(s) and driver, and any time that a 
patch document is made current, the 
patches in that document are sent imme- 
diately to your Studio 5(s) and take effect 
there and in the driver. 


Patch documents are based on the 
devices defined in the current Studio 
Setup document. If you make a different 
Studio Setup document current, your cur- 
rent patch document may not know about 
the devices in the new Studio Setup docu- 
ment. Similarly, the new Studio Setup 
document may not know about the 
devices referenced by the current patch 
document. 


NOTE: Ifyou create two identical Studio 
Setup documents, with identical names for 
identical tnstruments on identical ports, 
Studio Patches will see the devices as differ- 
ent unless you copy and paste the devices 
between the two documents. 


Making Patch Documents 
Current 


Choose Save And Make Current from 
the File menu. 


You'll see a standard Macintosh “Save As” 
dialog box. Save the file in the same folder 
as your Studio Patches Editor application. 
A diamond appears next to the patch doc- 
ument’s name indicating that it is now the 
current patch document. 


NOTE: If a patch document has already 
been saved, the Save And Make Current 
command becomes a Make Current 
command. 


Adding Patches to a Patch 
Document 


Choose New Patch from the Patch 
menu, or type to add a new patch 


to the document. 


Figure 1.4: Adding a Patch 


Selecting Patches 


Unselected patches have a bullet dot to 
their far left. This is the patch selector 
dot. Selected patches have a small trian- 
gle instead of a bullet dot. 


Click a patch’s selector dot to select a 
patch; the bullet will turn into a triangle. 


SSE untitled). =_|Si—gz 


a >][> ESl[be = |e] | 
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Figure 1.5: Selecting a Patch 
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Shift-click other selector dots to select 
additional patches. 


Making Patches Current 


The diamond to the right of the selector 
dot is the current patch selector. You 
make a patch current by clicking in the 
column where the diamond would appear, 
or by selecting a patch and choosing 
Recall Patch (IED from the Patch 
menu. 


Click in the column to the right of Patch 
#2’s selector dot. 


Untitled 1 
a> Bye = lee 2 
° 4 
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Figure 1.6: Making a Patch the Current Patch 


Patch #2 becomes the current patch (as 
indicated by the small diamond next to its 
number). The current patch is the patch 
that is being used by Studio Patches and 
the Studio 5. 
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Copying and Pasting Patches 


You can copy and paste whole patches to 
new locations. If, in the following exam- 
ple, you wanted to copy patch #3 as the 
basis for building a new patch, you would: 


@ Click Patch #3’s selector dot to select 
it. 
@) Choose Edit>Copy. 


—T ae ppaieldmey 


1 Empty Sequencer Patch 


2 = Tuna Fifth 
&S 3 Slammer Compressor 


Figure 1.7: Selecting a Patch for Copying 


@ Choose Edit>Paste. 


Name /Deseription 
Empty Sequencer Patch 


Tuna Fifth 
Slammer Compressor 
Slammer Compressor 


Figure 1.8: Pasting a Patch 


Patch #3 is copied to the next available 
patch location which, in this case, is 
Patch #4. Patch #4 is now an exact 
duplicate of Patch #3. 


NOTE: When a patch document window is 
active, the Paste command always pastes 
a patch to the first undefined patch. You 
cannot paste a copied patch to an existing 
patch. 


Patches can also be cut to the Clipboard 
or cleared. 


Changing Patch Order 


You can rearrange patches by option- 
click-dragging a patch to a new location. 
In Figure 1.9, the patch document shown 
in A is re-ordered by option-clicking 
Patch 2 (as shown in B), dragging it 
between Patches 4 and 5 (as shown in C), 


and releasing the mouse (as shown in D). 


Name /Description 


First 
Second 
Third 
Fourth 
Fifth 


Fourth 
3 Fifth 


es iC 
oem File 
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Second C 
3 Third 
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©Pgm Name/Description 
First 
Third 


Fourth 
Second 
Fifth 


Figure 1.9: Re-ordering Patches 


If you want to view your patch document 
in numerical order, select the Sort by 
Patch Number option from the Patch 
menu. This places a check mark to the left 
of the option. Patches will always be dis- 
played in numerical order as long as Sort 
by Patch Number is checked. Selecting 
the command again will uncheck it. 
Patches can be displayed in axy order 
when Sort by Patch Number is 
unchecked. 


SEQUENCING PATCH CHANGES 


You can sequence Studio Patches from an 
OMS-compatible MIDI sequencer. 


If Studio Patches is installed, OMS always 
adds a device called “Studio Patches pgm 
chg” to your Studio Setup document. You 
can send program changes to this device 
on MIDI channel 16 to change the current 
Studio Patch. The main purpose of this 
device is to let you sequence Studio Patch 
changes from a sequencer. To do so: 


@ Launch an OMS-compatible 
sequencer. 

@ Choose the “Studio Patches pgm 
chg” device as the record sequence’s 
MIDI destination. 
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@ Record MIDI program changes Into 
the sequencer. 

@ Play back the sequence. Studio 
Patches will change with each MIDI 
Program change. 


PATCH EDITING WINDOW 


This section discusses the terminology 
and techniques for working with patch 
editing windows. 


Opening a Patch Editing Window 


Select a patch and choose Edit Patch 
from the Patch menu, or double-click its 
selector dot. A patch editing window will 
open. 


Figure 1.10: Empty Patch Editing Window 
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Patch Editing Window 
Terminology 


Module Icons Patch Editing Area 


a Modules 


co ia (all the connections in the patch edit- 
ing area comprise one “patch.”) 


Figure 1.11: Anatomy of a Patch Editing Window 


Figure 1.11 illustrates a basic patch edit- 
ing window. The window contains a row 
of module icons across the top of the 
screen. Each of these icons represents a 
MIDI Source, MIDI Destination, or MIDI 
Processing module. The row of module 
icons is called a module palette. The patch 
editing area contains “connections”, each 
of which comprises a MIDI Source 
module and all modules connected to its 
right. Any amount of MIDI processing 
can be applied to any connection. A patch 
is made up of all the connections in the 
patch editing area. 


IMPORTANT: Siace most sequencers con- 
trol MIDI thruing from within the 
application, it’s useful to keep patch #1 as 
an “empty” or “do nothing” patch for use 
with sequencer programs. 


Creating Connections 


This section discusses the techniques 
needed to create connections. Don’t 
worry if you don’t understand the function 
of each module; they'll be discussed in 
the next chapter. 


@ Click the leftmost module icon in the 


@ 


module palette. 


This is the MID! Source (or controller) 
icon. When you click it, its name is 
shown to the right of the module palette. 


Figure 1.12: Click the MIDI Source Icon 


Move the cursor into the patch editing 
area. 


The cursor will become a MIDI Source 
module icon. 


Figure 1.13: Cursor Becomes a Module Icon 


@® Click in the patch editing area to 


create an undefined connection. 


Figure 1.14: Creating an Undefined Connection 


A connection appears as a selector dot 
along with some number of connected 
modules. Every connection needs botha 
MIDI Source and a MIDI Destination 
module (MIDI Source and MIDI Destina- 
tion modules will be explained in the next 
chapter). When a MIDI Source module is 
first placed in the patch editing area, 
both an undefined MIDI Source module 
and an undefined MIDI Destination 
module appear. Each module contains a 
question mark until you choose a device 
from its pop-up menu. 

Click anywhere to the right of the MIDI 
Source module’s question mark to 
see a pop-up menu of the devices 
defined in your current Studio Setup 
document. 


pR-660 
— —: 


Prorseat 
StxTrek 
Studio 3$—Modem 


Figure 1.15: The Pop-Up Device Menu 
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©) Select a device from the pop-up 
menu. 
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palette. Its name is shown to the right 
of the module palette. 


Figure 1.16: Defining a MIDI Source Device 


© Click the pop-up menu triangle in the 
MIDI Destination module and choose 
a destination device. 


ProMixO1 
StxTrak 


Figure 1.17: Defining a MIDI Béstinailon 
Device 


You've created a simple connection; the 
K2000 sends MIDI data directly to Chan- 
nel 1 of the CZ-101. When you play the 
K2000, the CZ-101 will play on MIDI 
Channel 1. 


Adding MIDI Processing 


Use MIDI processing modules to filter, 
split, transpose, modify or map MIDI data 
in a variety of ways. In the following exam- 
ple, you'll add a Velocity Modifier module 
to your connection. Velocity Modifier 
modules (and other MIDI processing 
modules) are discussed in the next 
chapter. 


@ Click the Velocity Modifier Module 
icon (the little hammer) in the module 
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Figure 1.18: Click the Velocity Modifier tcon 


Move the cursor into the patch editing 
area. The cursor will become a 
Velocity Modifier module icon (little 
hammer). 


Position the cursor over the space 
between the MIDI Source and MIDI 
Destination modules. The area 
becomes highlighted. 


Figure 1.19: Positioning a Processing Module 


Click the mouse to insert the module. 


Figure 1.20: Inserting a Processing Module 


Selecting Modules and 
Connections 


You can select a module or group of mod- 
ules for cutting, copying, or pasting. To 
select a module, click anywhere within it 
that isn’t a control (like a device menu or 
channel numerical). A selected MIDI 
Source or MIDI Destination module will 
have a thick border. A selected MIDI pro- 
cessing module becomes highlighted. 


Seid = eee 
SH TH PHS orccow~ cn tt | 


Figure 1.24: Unselected Modules 


SH TH 


Figure 1.22: Single Selected Module 


Shift-clicking a second module when one 
is already selected will select the second 
module aud all modules between it and 
the first one. 


rpheus ‘7 Ch-1 


Figure 1.23; Shift-Clicking a Second Module 


10 


You can also select multiple modules by 
clicking in the white space around them 
and dragging outa rectangle. All modules 
that intersect the rectangle become 
selected. 


Figure 1.24: Dragging to Select Modules 
You can select all modules in a connection 


by clicking the selector dot to the left of 
the modules. 


— 


Figure 1.25: Selecting All Modules 


Command-clicking modules either adds 
or removes them from the selection. An 
unselected module becomes selected. A 
selected module becomes deselected. In 
the example, below, command-click the 
Velocity Modifier module to deselect it. 


— 


Figure 1.26: Command-Click to Deselect Modules 
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Copying/ Pasting Modules and 
Connections 


You may cut, copy, or clear selected mod- 
ules. You cannot, however, cut or clear a 
Splitter module if it has more than one 
output. To remove a Splitter module, you 
must first remove either all or all but one 
of its outputs. 


You can paste a cut or copied module to a 
new location by clicking the desired loca- 
tion and selecting the Paste command. 
The contents of the Clipboard are 
inserted into the selected space. 


In the following example, copy the Veloc- 
ity Modifier module to the Clipboard by 
clicking it, then choosing Copy from the 
Edit menu. 


=) “Morpheus.” Ch 1” 
[). DR-660 -v. ch 1 


Figure 1.27: Selecting and Copying a Module 


>If: K2000 7 


@ Place an insertion point between the 
Splitter module and the Morpheus 
Destination module by clicking the 
blank space between them (the space 
becomes highlighted). 


— 
— 


El Morpheus Ch 1 
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Figure 1.28: Selecting a Paste Location 
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@) Choose Paste from the Edit menu to 
paste a copy of the Velocity Modifier 
module and all of its parameters. 


o|fmd K2000 v eat Morpheus © Ch % ] 


THE DR-660% Ch 1 | 


Figure 1.29: Pasting a Module 


You may copy and paste entire connec- 
tions without selecting a paste 
destination. The pasted connection 
appears below all other connections in the 
patch editing area. 


You may also clear selected modules and 
connections, or cut them to the Clipboard. 


Changing Connection Order 
You can rearrange the patch editing area 


by option-dragging any connection’s 
selector dot. 


@) Option-click the top connection’s 
selector dot. 


Figure 1.30: Selecting a Connection 


@ While still holding the mouse button, 
drag the entire connection below the 
lower connection. Release the mouse 
button to see the new connection 
order. 


i i 


+f) pR-ceo ~ {ke K2000-~~ Ch 10 


Figure 1.31: Option-Dragging a Connection 


Source/ Destination Muting 


You can mute any number of MIDI 
Source or Destination modules. Muting 
Source and Destination modules allows 
you to concentrate only on specific sec- 
tions of complex patches. 


To mute a MIDI Source module or MIDI 
Destination module, double-click its 
device icon. The module is dimmed. To 
un-mute the module, double-click its 
device icon, again. 


As an example, suppose you have the con- 
nection shown in Figure 1.32. 


¢|Emd K2000 v f=" Morpheus ‘© Ch 1 
ae 
= DR-660 ¥ Ch 1 | 


Figure 1.32: Simple Connection 


@ Double-click the DR-660 device icon 
to mute the module. When you play 
the K2000, you will hear only the 
Morpheus. 


Figure 1.33: Muted Destinatlon Module 


@ Double-click the DR-660 device Icon 
to enable the module, then double- 
click the K2000 device icon to mute 
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that MID] Source module. Anything 
you play or do on the K2000 will be 
Ignored by the Morpheus and DR-660 
modules. 


pila 


es ed 


f= Morpheus © Ch 1 | 
[THE oresov cnt | 
Figure 1.34: Muted Source Module 


NOTE: To mute a source or destination, be 
sure to double-click the device icon, zot the 
device name. 


The Solo and Unsolo commands in the 
Patch menu are also useful in this regard. 
Soloing mutes all other destinations in the 
connection. When you are done soloing, 
choose Unsolo to re-enable all destina- 
tions in a patch. 
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This chapter describes how to configure 
and use each of the modules in the 
Module Palette. 


Pitch Dend Modifier 
Aftertouch Modifier 


Note Raage Spliuer 
Simple Spliner 


Control Number Mapper 


Event Type Filter 
Chanzel Splitter 


Velocity Splitter 
Velocity Modifier Control Value Modifier 
Poly Aftertouch Modifier 


Figure 2.1: Anatomy of a Module Palette 


MODULE EDITING BASICS 


You can edit a module once it’s part of a 
connection. Adding modules to connec- 
tions was discussed in the previous 
chapter. To access the editing window of 
any module (except the MIDI Source 
module, MIDI Destination module, or 
Simple Splitter module) simply double- 
click the module in a connection. 


You can edit most modules using numeri- 
cal editing techniques (as discussed in 
your OMS manual). You can also edit the 
following parameters from a MIDI 
controller: 


¢ control number selection in any high- 
lighted control number pop-up menu 


e ‘Transposer map note numbers 
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e Note numbers in a Note Range Split- 
ter module 


e Velocity levels in a Velocity Splitter 
module 


Select the device (or devices) you'll use 
for MIDI editing by choosing Controllers 
for MIDI Editing from the Windows 
menu. This produces a dialog containing 
a list of all devices defined in your current 
Studio Setup document. Select (highlight) 
those items you wish to enable for MIDI 
data entry. If you don’t plan to use a MIDI 
controller to edit patches, it’s best to dis- 
able all controllers. That way you can’t 
accidentally edit a module by playing your 
MIDI controller. 


The following sections discuss each 
module in detail. 


MIDI SOURCE MODULE 


Im +=K2000 v 


Figure 2.2: MIDI Source Module 


As its name implies, a MIDI Source 
module represents a source of MIDI data. 
Use the MIDI Source module to choose 
which device’s MIDI output you wish to 
route to other devices. When you first 
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insert a MIDI Source module, a question 
mark appears. To define a MIDI Source 
module: 


@ Click anywhere to the right of the 
question mark to open a pop-up 
source menu. 


This menu contains all sources as 
defined in the current Studio Setup docu- 
ment. It also contains any Virtual 
Controllers that are defined in the current 
patch document (Virtual Controllers are 
discussed in Chapter 7). 


@ Choose a source from the pop-up 
menu to define the MID! Source 
module. 


The Studio 4 or Studio 5 can also be a 
source of MIDI data. Timing information 
(MTC, DTL, DTLe), footswitches (FS1, 
FS2), and foot controller data (FC1) are 
sent. Also, the interface is a note source 
when Audio In is enabled and in use. 
Select the interface as the MIDI source if 
you wish to use timing data, footswitches, 
the foot controller, or Audio Input ina 
Studio Patch. 


You can change the source assigned to a 
MIDI Source Module at any time by click- 
ing the name and choosing a new source 
from the pop-up menu. 
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Referencing Non-Current Studio 
Setup Documents 


MIDI Source modules reference the 
devices in the current Studio Setup docu- 
ment. If the device name in a MIDI 
Source module is italicized, then the 
patch document being edited probably 
references a non-current Studio Setup 
document. You can re-define the module 
by: 


e making the old Studio Setup docu- 
ment current, or 


e selecting a different device for every 
module that is italicized. 


If you want to use the current patch docu- 
ment with your new current Studio Setup 
document, copy the devices from your 
original Studio Setup document into your 
current Studio Setup document, or just 
rename the devices in the new Studio 
Setup to match the old ones. 


MIDI DESTINATION MODULE 


Morpheus ~ Ch 1 


Figure 2.3: MIDI Destinatlon Module 


A MIDI Destination module represents 
the device (or virtual destination) that is 
the final recipient of MIDI data. When 
you first insert a MIDI Destination mod- 
ule, a question mark appears. To define a 
MIDI destination: 


e Click anywhere to the right of the 
question mark to open a pop-up desti- 
nation menu. This menu contains all 
destinations as defined in the current 
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Studio Setup document. It also con- 
tains any Virtual Instruments that are 
defined in the current patch docu- 
ment (Virtual Instruments are 
discussed in Chapter 7). 


e Choose a device or virtual destination 
from the pop-up menu to define the 
MIDI Destination module. 


You can change the device or virtual des- 
tination assigned to a MIDI Destination 
Module at any time by clicking the name 
and choosing a new destination from the 
pop-up menu. 


Use the MIDI Destination module’s chan- 
nel numerical to channelize MIDI data. 
Set it to a value of 1-16 to channelize the 
incoming MIDI data. Set it to dash (“-”) if 
you do not want to change the incoming 
MIDI channel number. Figure 6-4 illus- 
trates use of the MIDI channel numerical. 


Ch 5—|== ProMaker/1 Ww Ch & 


Ch 5 input gets changed to Ch 8. 
The ProMaker/1 plays the voice 
assigned to MIDI Ch 8. 


Ch s—|== ProMaker/1 * Ch - | 


Ch 5 input does not get changed. 
The ProMaker/] plays the voice 
assigned to MIDI Ch 5. 


Figure 2.4; Destination Module Channelizing 
Example 
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MIDI Destination modules, like MIDI 
Source modules, reference the current 
Studio Setup document. If device names 
are italicized, the MIDI Destination 
module probably references a non-current 
Studio Setup document. See “Referencing 
Non-Current Studio Setup Documents” on 
page 14. for more details. 


EVENT TYPE FILTER MODULE 


EE| 


Figure 2.5: Event Type Filter Module 


An Event Type Filter module removes 
various types of MIDI events from the 
data stream. Double-click its icon after 
inserting it into the connection. You'll see 
a dialog box similar to the one shown in 
Figure 2.6. 


@ Pass All Dtiotes 


Dftes vrei) 
O Pass Only... DPrograms ~. 


Breath Cthi2) 


og 
Ofexreno >] 


fer touch 

Pass AllEncept.. Ol 

o) u Dow Attertouch — [Volume (7) y | 
1 Active Sensing Cpitch Bend OlPa coy v 
Co Beat choc Di system excsive ()(SuctamFatisa) | 


Certs Peat 65)_¥ | 
Figure 2.6; Event Type Filter Edit Window 


oO Timecode oO Mise. System 


The three radio buttons contro! whether 
the filter will Pass All events (useful for 
temporarily disabling the filter), Pass 
Only certain types of events, or Pass All 
Except certain events. 


Checked boxes remove those event types 
when Pass All Exceptis chosen. 
Checked boxes pass those event types 
through the filter when Pass Only is 
chosen. 
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In the following example, only notes are 
passed through the Event Type Filter 
module. All other MIDI events are filtered 
out. 


ld. 

O Pass All (intotes 

© Pass Only... [Programs 
OPass All Excopt., [! Anertouen 


Petey > 
(C1 Poy Aftertouch a 
LD Active Sensing Cleitch Bena C1[Pan C107 v 
(DO eeat Crock Ci systemexctusive ((][Sustain Pai (64) ~~ | 
1) timecode (Mise. System (][PortaPedai(6s) w 


Figure 2.7: Passing Only Notes Through Filter 


You can filter up to seven MIDI continu- 
ous controls; choose them from the pop- 
up menus next to the rightmost column of 
check boxes. 


Most message types are self-explanatory. 
“Beat Clock” includes Song Position 
Pointer, Song Select, Timing Clock, Start, 
Stop, and Continue messages. “Misc. Sys- 
tem” includes Tune Request, System 
Reset, and undefined MIDI status bytes 
OxF4, OxF5, OxF9, and OxFD. 


TIP: The Event Type Filter module is useful 
for “thinning” the MIDI data stream prior 
to sending it to a Splitter module (discussed 
in the following section). A Splitter module 
can and often does increase the amount of 
MIDI data, so it’s desirable to remove 
unwanted data before it’s duplicated by a 
Splitter module, 


NOTE: DTL, DTLe, Full Messages and 
User Bits messages will not pass properly 
through an Event Type Filter unless System 
Exclusive events are allowed to pass, Also, 
DTL and DTLe will not pass through 
unless clock is also passed. 
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Event Type Filter Module Example 


Assume that you want your K2000 key- 
board to play the Morpheus, but that you 
don’t want the Morpheus to respond to 
polyphonic aftertouch data. 


@ Choose Patch>New Patch. 


@ Double-click the new patch's selector 
dot to open a blank patch editing 
window. 

@ Click the MIDI Source module, then 
move the cursor into the patch editing 
area and click. You will create an 
undefined connection. 

(4) Choose the K2000 from the pop-up 
MIDI source menu and the Morpheus 
from the pop-up MIDI destination 
menu (these synthesizers may not be 
in your Studio Setup document, but 
are presented here as an example). 


¢ |i K2000 ~ }1@=) Morpheus ¥ Ch 1 


(5) Click the Event Type Filter module, 
and move the cursor between the 
Source and Destination modules. The 
area becomes highlighted. 


° [ina K2000 ¥ l= Morpheus w Ch 1 | 


© Click the mouse to insert the Event 
Type Filter module. 


+ [Eet_K2000 ~ PREYS Morpheus cht | 


@ Double-click the Event Type Filter 
module to open its edit window. 
Choose Pass All Except and check 
the Poly Aftertouch box to pass all 

MIDI events except polyphonic 
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aftertouch through to the Morpheus 
sound module. 


O Pass fll 
O Pass Only... (Preer ama 
@Pass ny Eucept., [1 Attertacn 


Di) Paty Arter touch 
DD Active Sensing Clr ites Bend 
(deat Clock 1] System Exetustve 
(1 Timecode Cetise, system 


Figure 2,8: Filtering Poly Aftertouch 
@) Choose File>Save. 
In the future, when you need to play the 


Morpheus with polyphonic aftertouch 
data filtered out, you can select this patch. 


i 


me EP E* 
J Led 


Figure 2.9: Splitter Module Group 


A Splitter module takes a single MIDI 
source and sends it to multiple destina- 
tions. There are four kinds of Splitter 
modules: 


e Simple 

e Channel 

e Note Range 
e Velocity 


If any Splitter module routes two or more 
of its outputs to the same channel of the 
same device, Studio Patches ensures that 
the destination device and channel does 
not receive duplicate MIDI data. If, how- 
ever, you modify one of the splitter 
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output’s MIDI data streams, then the des- 
tination device and channel receives both 
the original MIDI stream and the modi- 
fied events generated by the second MIDI 
stream from the splitter. 


For example, if you simply split a MIDI 
data stream into two separate streams 
then route both streams to the same 
device and channel, Studio Patches 
ensures that only one stream reaches the 
destination. But, if you modify one of the 
streams (such as transposing a stream up 
an octave) before routing both streams to 
the same device and channel, Studio 
Patches allows both MIDI data streams to 
reach their destination since they are no 
longer identical. In this example, notes 
and polyphonic aftertouch events are both 
affected by transposition and are both 
sent to the destination; other events (such 
as sustain pedal or pitch bend) are sent to 
the destination only once. 


If, for any reason, you wish to send dupli- 
cate MIDI events to the same channel of 
the same device, split the controller into 
two Virtual Controllers and route them 
separately. Virtual Controllers are dis- 
cussed in Chapter 7. 


This discussion on Splitter modules will 
first cover common Splitter editing tech- 
niques and then describe each of the four 
Splitter modules in detail. 
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Adding Outputs to a Splitter 
Module 


When you first insert a Splitter module 
into a connection, it doesn’t perform asa 
splitter since it has only one output. How- 
ever, you may still use it to limit the range 
of notes, velocities or channels sent to a 
single device. 


elie K2000 ~ LES Morpheus ¥ Ch 1 


Figure 2.10: Note Range Splitter With One Output 


To create a second output from the Split- 
ter module: 


@ Click any module icon in the palette 


(except the MIDI Source module icon). 


@) Position the cursor below the Splitter 
module to highlight the area. 


lfm K2000-7 ose Morpheus ¥ Ch 1 


EAS 


Figure 2.11: Adding Additional Splitter Outputs 


@ Click the mouse and the connection 
looks as shown in Figure 6-11. 


¢ | kan Kz000 v } fox Morpheus ¥ Ch 1 | 
QP th - 
Figure 2.12: Splitter With Two Outputs 


(4) Choose a device for the second 
destination module. 


You can add as many outputs as neces- 


sary underneath the splitter using the 
same techniques. 
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Editing Splitter Modules 


You can edit Channel, Note Range, and 
Velocity Splitter modules. You cannot edit 
Simple Splitter modules. 


@ Double-click anywhere within an 
editable Splitter module to open its 
editing window. 


Splitter module editing windows contain 
one line for each output of the splitter. In 
Figure 6-12, the top keyboard edits the 
note range of the ProMaker/1 (the top 
MIDI Destination module) and the 
bottom keyboard edits the note range of 
the Vectorific (the bottom MID! Destina- 
tion module). 


‘Bema SS rear 


Figure 2.13: Note Range Splitter Module 


@ Move the cursor over an editing line 
to highlight that splitter output in the 
connection. 


Notice, in Figure 2.13, that the top split- 
ter output is highlighted when the cursor 
is over the top editing line, and that the 
bottom splitter output is highlighted when 
the cursor is over the bottom line. This 
makes it easy, when an input is split into 
many outputs, to keep track of which 
splitter output you are editing. 
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Figure 2.14: Highlighting a Splitter Segment 


NOTE: A splitter module must have some- 
thing connected to its output in order to be 
edited. 


Editing Note Range and Velocity 
Splitters with MIDI 


You can use a MIDI controller to set note 
numbers in a Note Range Splitter module 
or to set velocity levels in a Velocity Split- 
ter module. 


Assume, for example, that your Studio 
Setup document looks like the one shown 
in Figure 6-14, and that you want to edit 
Note Range Splitter modules and Velocity 
Splitter modules using either your K2000 
keyboard or your Octapad. 


© Studio 5 Setup = 


5 £2) Studio 5-Modem 
@)=F ina sixTrak 
(2)=45[F3] or-660 


(= ima K2000 
(4)=F fom c2-101 
ED jane © Octapad 
(6) id 0x7 11 
C7453 Morpheus 


Figure 2.15: Sample Studio Setup Document 
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@ Choose Windows>Controllers for 
MIDI Editing to produce a dialog 
containing a list of all devices defined 
in your current Studio Setup 
document. 


Choose controllers for MIDI editing: 


Y fe C2-101 

/ [E2] pr-660 

Y (a 0x7 11 

¥ {zal K2000 

~ = Morpheus 

v & Octapad 

Y fool SixTrak 

Y B studio S—Modem 


Figure 2.16: MID} Entry Controller Selection 
Window 


@ Select the K2000 and Octapad by 
clicking them. Checked devices are 
enabled for MIDI entry of notes and 
velocities. Unchecked devices are not 
enabled. 


Choose controllers for MIDI editing: 


2-101 

DR-660 

fed DX7 1 
Y fe k2000 


= Morpheus 
v e Octapad 
SixTrak 
@ studio S-modem 


Figure 2.17: Selecting Controllers for MiD! 
Entry of Notes and Velocities 
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You can now use either the K2000 or 
Octapad to enter note and velocity data 
into patch editing modules. Simply high- 
light a note or velocity numerical and hit a 
note on either controller—this will set the 
numerical to the MIDI value generated by 
the master controller. 


Gang Editing Note Range and 
Velocity Splitters 


In both the Note Range and Velocity split- 
ter modules, you can edit multiple outputs 
simultaneously by holding down the shift 
key while you make changes to one of the 
outputs. This is called “gang editing”. 
Gang editing affects those outputs that 
are either equal to or within a value of “1” 
from the edited output. This makes gang 
editing particularly useful for editing one 
splitter output’s high limit by the same 
amount as the other output’s low limit. 


Suppose, for example, that you have 
designed the patch shown in Figure 2.18, 
but that the velocity split point (set at 63/ 
64) is too low. You want to raise the split 
point to 85/86. 


+ {imma K2000 ~ } Morpheus ¥ Ch 1 


Figure 2.18: Velocity Split Patch 
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Shift-click the top output’s Hi velocity 
value and drag the mouse up until the 
numerical is set for 85. The bottom out- 
put’s Lo velocity value changes 
automatically to a value of 86. 


» (iad K2000 -v ‘Ee Morpheus -¥ Ch 1 


Vet 
fs DR-660 © Ch i 


Figure 2.19: Gang Editing Velocity Split Points 


Simple Splitter Module 


af 


Figure 2.20: Simple Splitter Module 


A Simple Splitter module sends one MIDI 
source to multiple destinations. A Simple 
Splitter module has no edit window. 


Channel Splitter Module 


af 


Figure 2.21: Channel Splitter Module 
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The Channel Splitter module splits the 
MIDI data by channel and, if desired, 
changes each output’s MIDI channel. To 
open an edit window, insert a Channel 
Splitter module into a connection, then 
double-click the module. 


Receive Channels Channelize 
6 7 To 


m 


Figure 2.22: Channel Splitter Edit Window 

Each row in the window controls which 
channels in the MIDI data stream are 
passed through to the corresponding 
splitter output. A checked channel passes 
data, an unchecked channel doesn’t. Sys 
includes all MIDI System messages— 
system exclusive, MIDI Time Code, song 
select, tune request, clock, and system 
reset. The Channelize To numerical lets 
you change all the events passed to an 
output to the same MIDI channel. The “—” 
character means that the data is passed 
through without having its channel 
changed, 


Read through the following examples to 
gain a better understanding of the Chan- 
nel Splitter module. 

Channel Splitter Module Examples 
Follow the signal path through these next 


two connections to understand Channel 
Splitter modules and channelizing. 
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Example 1: Look at Figure 2.23. Notice 
that the top of the Channel Splitter 
receives data on MIDI Channel 1. It is not 
channelized, so it exits the Splitter 
module on MIDI Channel 1. The top 
MIDI Destination module channelizes the 
MIDI data from Channel 1 to Channel 4. 
This means that the Morpheus plays the 
voice assigned to MIDI Channel 4. The 
bottom half of the Channel Splitter 
module receives data on MIDI Channel 2 
and channelizes it to MIDI Channel 3. 
The DR-660 MIDI Destination module is 
set to Channel “-”, meaning that data 
received at its input is not channelized. 
Therefore, the DR-660 plays the voice 
assigned to MIDI Channel 3. 


+ | K2000-v His Morpheus vy ta | 
ie pr-6so-v ch - | 


Figure 2.23: First Channel Spiltter Example 


Example 2: Look at Figure 2.24. The top 
half of the connection hasn’t changed, but 
the bottom half is different. Notice that 
data is still received by the Channel Split- 
ter module on Channel 2, channelized to 
MIDI Channel 3, and sent out the Splitter 
module. The DR-660 MIDI Destination 
module is now set to MIDI Channel 1. 


This means that data entering the MIDI 
Destination module is channelized again 
to MIDI Channel 1, and that the DR-660 
plays the voice assigned to MIDI 
Channel 1. 


+ [E000 = YS rersiees > ch 
Ry DR-660'¥ Ch 1 


Receive Channels Channelize 
5S 6 7 8 9 1011 12 13 14 15 16 Sus 


12 3 4 

LS EE Ee Eee 
Ee Eas Se eee 
Figure 2.24: Second Channel Splitter Example 


Note Range Splitter Module 


a2 


Figure 2.25: Note Range Splitter Module 


The Note Range Splitter module limits the 
range of MIDI notes (and polyphonic 
aftertouch events) routed to each output 
of the splitter. To open its edit window, 
insert a Note Range Splitter module into a 
connection, then double-click the module. 


pepe : Mr. zoe 
ct sae 
Pr-O NuAAgA11111 


Figure 2.26: Note Range Splitter Edit Window 


The edit window contains one line for 
each of the Splitter’s outputs. You can edit 
each output’s note range with the numeri- 
cals, the graphic keyboard, or MIDI 
entry. When you click the lower half of 
the keyboard, all notes below the click 
point will disappear, and the numericals 
will indicate the new note range. Simi- 
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larly, clicking high on the keyboard will 
remove notes above the click point. Click- 
ing and dragging changes the note range 
as you move the mouse back and forth 
across the keyboard. You can change split 
points by “gang editing” as discussed 
earlier. 


MIDI events other than notes and poly- 
phonic aftertouch pass through to all 
outputs of the splitter. 


Note Range Splitter Module Example 


Assume, for example, that you want to 
split your K2000 keyboard to produce a 
right-hand melody sound on Channel 1 of 
the Morpheus and a left-hand bass sound 
on Channel 1 of the Wavestation. 


@ Create a new patch and define your 
Source and Destination modules as 
discussed previously. 


elf K2000-~ Ham Morpheus ~~. ch 1 | 


@ Adda Note Range Splitter module 
between the MIDI Source and MIDI 
Destination modules. 


+(e K2000 ~ ti} = Morpheus w Ch 1 | 


@) Click the MIDI Destination module 
icon and move the cursor below the 
Note Range Splitter module. The area 
below the Splitter module becomes 
highlighted. 


+ [im K2000 + Hs = Morpheus ¥ Ch 1 | 
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@ Click the mouse to add a new, 
undefined MIDI Destination module. 


{r= Morpheus w Ch 1 
iP th - | 


(6) Select the Vectorific from the MIDI 
Destination module’s pop-up device 
menu. 

© Select MIDI Channel 1 in the MIDI 
Destination module’s Channel 
numerical. 


+ |=] K2000 v See Morpheus ¥ Ch t 


¢|izd 2000 


eel 4K2000 v (fet Kz000y ch 1 | 1 


(7) Double-click the Note Range Splitter 
module and enter note ranges for 
each Splitter module output. 


As shown here, all notes from C#4 to G9 
will be played by the upper MIDI Desti- 
nation module (the Morpheus) and all 
notes from C-1 to C4 will be played by 
the bottom MIDI Destination module (the 
Wavestation). 


Velocity Splitter Module 


af 


Figure 2.27: Velocity Splitter Module 
The Velocity Splitter module allows notes 


with only specific ranges of note-on key 
velocities to pass through to each output 
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of the Splitter module. To open an editing 
window, insert a Velocity Splitter module 
into a connection, then double-click the 
module. 


Figure 2.28: Velocity Splitter Edit Window 


Like the Channel and Note Range Splitter 
modules, each row corresponds to one 
output of the splitter. You can enter veloc- 
ity values with either numerical or MIDI 
input. You can “gang edit” multiple veloc- 
ity values as discussed previously. Only 
notes with velocities within the specified 
range will pass through to the Splitter 
module’s output. 


MIDI events other than notes are passed 
through to all outputs of the splitter. 


NOTE: Some notes may be cut off early 
when transposing the outputs of a velocity 
splitter and playing chords. 


TRANSPOSER MODULE 


Hi 


Figure 2.29: Transposer Module 


Use the Transposer module to transpose 
note and polyphonic aftertouch events. 
You can edit the Transposer module with 
either a simple edit window or a map edit 
window. 
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Opening and Using a Simple 
Transposer Edit Window 


To open a simple Transposer edit 
window: 


@ Insert a Transposer module into a 
connection. 


@ Double-click the module. 


A simple Transposer edit window opens 
as shown in Figure 2.30. 


+1 oct M2 


Map 


Figure 2.30: Simple Transposer Edit Window 


The transposition interval is expressed 
musically, not as a number of half-steps. If 
you prefer thinking in terms of half-steps, 
type the number of half steps into the 
numerical, then hit the Return or Enter 
keys. Negative values transpose down- 
ward and positive values transpose 
upward. The Transposer module in 
Figure 2.30 transposes the MIDI note 
values up 1 octave plus a Major 2nd (14 
half-steps). 


Figure 6-30 shows the relationship 
between intervals and half-step values. 


24 


minor second 
major second 
minor third 
major third 
perfect fourth 


1 half-step 

2 half-steps 
3 half-steps 
4 half-steps 
5 half-steps 


sharp fourth (tritone) 6 half-steps 


perfect fifth 
minor sixth 
major sixth 
minor seventh 
major seventh 
up one octave 


7 half-steps 
8 half-steps 
9 half-seps 
10 half-steps 
11 half steps 
12 half steps 


Figure 2.31: Relation of Intervals to Half-Steps 


NOTE: Transposer modules change MIDI 
note numbers. They do not actually alter 
the internal tuning of your synthesizers. The 
musical intervals expressed in the Trans- 
poser module are based on standard Equal 
Temperament. Actual tuning amounts will 
change if you use alternate synthesizer 
tuning scales, 
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Opening and Using a Map 
Transposer Edit Window 


To open a map Transposer edit window: 


@ Click the Map button in the simple 
Transposer edit window. 
A map Transposer edit window opens to 
show the current conditions of the simple 
Transposer edit window (as seen in 
Figure 2.32). 


He LeU TLG S AIA 
Transpose: Te 


THs Simplo ” Extend transpositions 

Transposer edit currently defined for: 

coger 
to apply to: 

«opens this Map 

Transposer adit [_c-1 | 

window when you 

dick tha Map 


button. 


Figure 2.32: Opening the Map Transposer Edit 
Window 


The scrolling keyboard along the right 
edge of the window lets you map any 
MIDI note to any other MIDI note. Use 
the To numerical to transpose each indi- 
vidual note (you can set each numerical 
using MIDI entry—See “Module Editing 
Basics” on page 13.. 


The controls in the left half of the window 
allow you to duplicate the transpositions 
defined in one note range for any other 
note range. For example, the default set- 
ting lets you create a transposition map 
for the twelve notes of one octave, then 
duplicate these transpositions for all 
octaves. Use the four numericals to set 
the two ranges, then click the Extend 
button to perform the extension. 
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NOTE: You may want to define some com- 
monly used transposition maps as either 
virtual controllers or virtual instruments, 
and then use the virtual controller or 
instrument instead of a map in your Studio 
Patches. Virtual Controllers and Virtual 
Instruments are discussed in Chapter 7. 


Maps use a relatively large amount of 
memory, so tf you find yourself using the 
same map in multiple places in the same 
patch document, you'll use less memory by 
putting maps into virtual controllers or vir- 
tual instruments. 


Choosing Between a Simple or 
Map Transposition 


If you click the map edit window’s close 
box, the map edit window closes and the 
Transposer module will use that map to 
transpose MIDI data. The map edit 
window opens the next time you double- 
click that Transposer module. 


If you click the No Map button, youll 
delete your custom map, close the map 
edit window, and re-open the simple edit 
window. The Transposer module will use 
the settings in the simple edit window to 
transpose MIDI data. 
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MODIFIER MODULES - 


THETA Ie] 


Figure 2.33: Modifier Module Group 


Use Modifier modules to alter note-on 
velocities, mono aftertouch, poly after- 
touch, pitch bend and MIDI control 
values. Each Modifier module uses either 
a simple Modifier edit window or a map 
Modifier edit window to modify MIDI 
data. 


Opening and Using a Simple 
Modifier Edit Window 


To open a simple Modifier module edit 
window: 


@ Insert a Modifier module into a 
connection. 


@ Double-click the new module. 


A simple Modifier edit window opens as 
shown in Figure 2.34. 


Figure 2.34: Typical Simple Modifier Edit 
Window 


Each Modifier module’s simple edit 
window contains a pop-up menu of modifi- 
ers. The choices are Add, Scale, Invert, 
Max Limit, Min Limit, Set To, and 
Filter Out. The modification amount is 
set by the numerical to the right. 
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Add 

Add the specified number to each 
MIDI data value. Positive and nega- 
tive values may be used. 

Scale 


Scale the value by the specified per- 
centage: 100% is unchanged, 50% 
halves each value, 199% (the maxi- 
mum) nearly doubles each value (you 
cannot have values greater than 127 
or less than 0, however). 

Invert 

Changes 127->0, 126->1, 125->2... 
j->126, and 0->127 except in the case 
of velocity where 0 (a note off) is left 
unchanged. 

Max Limit 

Reduces all values higher than the 
specified value down to the limit you 
enter. 

Min Limit 

Increases all values lower than the 
specified value up to the limit you 
enter. 

Set To 


Changes all values to the one you 
enter. 


Filter Out 


Removes the event type completely 
(not allowed for velocity). 
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Opening and Using a Map 
Modifier Edit Window 


To open a Modifier module’s map edit 
window, click the Map button in the 
Simple Modifier edit window. A map Mod- 
ifier edit window opens to show the 
current conditions of the Simple Modifier 
edit window (as seen in Figure 2.35). 


[Max Limit v ] 90 


Ha 


This Simple 
Modifier edit 
window setting... 


Figure 2.36: Simple S-Curve Modifier Map 


aes this M; d 4 

outer edit” To draw a straight line between two 
on Sane points, click at one end point, then shift- 
button. click at the other end point (see 


put a 
Figure 2.35: Opening a Map Modifier Edit Window Figure 2.37). 
Click and drag inside the mapping area to 
create a new modifier map. The current 
cursor location’s input value is shown 
below the map and its remapped value is 
shown to the left. MIDI data entering the 
Modifier module gets modified according 
to the curve. 


Figure 2.36 illustrates a simple S-curve 
map—low and high input values result in 
very little output change, but middle input 


values create great changes in output val- 3 eb abba och 
ues. Notice, as an example, that a value of peg toll sta 


76 entering the Modifier module gets 
remapped to 95 before leaving the 
module. 


Figure 2.37: Drawing Stralght Lines 
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NOTE: You may want to define some com- 
monly used modifier maps as either virtual 
controllers or virtual instruments, and then 
use the virtual controller or instrument 
instead of a map in your Studio Patches. 
Virtual Controllers and Virtual Instru- 
ments are discussed in Chapter 7. 


Maps use a relatively large amount of 
memory, so if you find yourself using the 
same map in multiple places in the same 
patch document, you'll use less memory by 
putting maps into virtual controllers or vir- 
tual instruments. 


Choosing Between Simple and 
Map Modifiers 


If you click the map edit window’s close 
box, the map edit window closes and the 
Modifier module will use that map to 
modify MIDI data. The map edit window 
opens the next time you double-click that 
Modifier module. 


If you click the No Map button, you’ll 
delete your custom curve, close the map 
edit window, and re-open the simple edit 
window. The Modifier module will use the 
simple edit window settings to modify 
MIDI data. 


Velocity Modifier 


Double-click the Velocity Modifier 
module to open its edit window. You can 
modify velocity values using either the 
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simple or map edit windows. You cannot 
filter out velocity data, nor can you invert 
a note-off value of 0 (zero). 


Aftertouch Modifier 


Double-click the Aftertouch Modifier 
module to open its edit window. You can 
modify mono aftertouch values using 
either the simple or map edit windows. 


Poly Aftertouch Modifier 


Ey 


Double-click the Polyphonic Aftertouch 
Modifier module to open its edit window. 
You can modify poly aftertouch values 
using either the simple or map edit 
windows. 


Pitch Bend Modifier 


Ea 


Double-click the Pitch Bend Modifier 
module to open its edit window. You can 
modify pitch bend values using either the 
simple or map edit windows. 
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2] 


Double-click the Control Value Modifier 
to open its edit window. This window con- 
tains an additional pop-up menu for 
choosing which MIDI continuous control 
value to modify. 


Figure 2.38: Control Value Modifier Edit Window 


The Control Value Modifier module con- 
tains a small number in its lower right 
corner. This indicates the number of the 
control being modified. 


Figure 2.39: Control Number Indicator 
CONTROL NUMBER MAPPER | 
MODULE 

ve 


The Control Number Mapper module 
changes one type of MIDI control mes- 
sage into another. To open an edit 
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window for the Control Number Mapper 
module, insert it into a connection, then 
double-click the module. 


Change control: 


1: Mod Wheel Vv 


To: 
us Yolume 


Figure 2.40: Contro! Number Mapper Ecit Window 


The Control Number Mapper Module’s 

edit window contains two pop-up menus. 
Choose the old control number from the 
top pop-up menu. Use the bottom pop-up 
menu to choose the new control number. 


Control Number Mapper Module 
Example 


Assume, for example, that you wanted to 
play your Morpheus from your K2000 
keyboard, and that you wanted to control 
the Morpheus’ volume with the K2000 
modulation wheel. 


@ Create a connection with the K2000 as 
the MIDI source and the Morpheus as 
the MIDI destination. 

@ Insert the Contro! Number Mapper 
module into the connection, then 
double-click it to open its edit 
window. 

@) Choose “Mod Wheel (1)” from the 
upper pop-up menu. 
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@ Choose “Votume (7)” from the lower 
pop-up menu. 


«|kmd K2000 ¥ =I Morpheus ¥ Ch 1 


Change control: 
[Mod Wheel (1) v1 
To: 


Figure 2.41: Mapping Mod Wheel to Volume 


The K2000 modulation wheel now con- 
trols the Morpheus output volume. 
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Instruments 


Virtual Controllers and Virtual Instru- 
ments are extremely powerful features of 
Studio Patches. Basically, they’re 
enhanced versions of the MIDI devices 
defined in your current Studio Setup doc- 
ument. Any number of Virtual Controllers 
and Virtual Instruments can be stored 
within a patch document. 


A Virtual Controller is the output of a 
MIDI device plus some form of MIDI pro- 
cessing. A Virtual Controller is treated the 
same as any other MIDI controller 
defined in your current Studio Setup doc- 
ument, except that it enhances the 
performance of a MIDI controller by 
adding MIDI processing. Virtual Control- 
lers have two important uses: 


e They are used when common MIDI 
processing connections need to be 
used in multiple Studio Patches. 


e They are used as sequencer inputs 
when you need to record a MIDI con- 
troller with some processing applied. 


Basically, Virtual Controllers are addi- 
tional sources of MIDI data (just like real 
MIDI controllers). You create these new 
sources by combining your real MIDI 
controllers with MIDI processing. 
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A Virtual Instrument is some form of 
MIDI processing routed to one or more 
MIDI devices. A Virtual Instrument is 
treated the same as any other MIDI desti- 
nation defined in your current Studio 
Setup document, except that it enhances 
performance by stacking, splitting or lay- 
ering various devices and adding MIDI 
processing. Virtual Instruments have two 
important uses: 


e They are used when common MIDI 
processing connections need to be 
used in multiple Studio Patches. 


e They are used as sequencer destina- 
tion instruments—allowing the 
sequenced tracks to play into a MIDI 
processing stream. 


Basically, Virtual Instruments are addi- 
tional destinations of MIDI data (just like 
real MIDI sound modules). You create 
these new destinations by combining 
your real MIDI sound modules with MIDI 
processing. 


NOTE: MIDI data can sometimes get very 
dense when working with Virtual Control- 
lers and Virtual Instruments. Therefore, 
when designing your patches, it’s a good 
idea to always use Event Type Filter Mod- 
ules to remove any unnecessary data. 
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The following sections discuss Virtual 
Instruments and Virtual Controllers; why 
you may wish to use them; how to set 
them up; and how to access them within 
Vision. 


USING VIRTUAL CONTROLLERS _ 


A Virtual Controller is the output of a 
MIDI device plus some form of MIDI pro- 
cessing. Let’s look at an example of a 
Virtual Controller. 


Assume that your keyboard is too sensi- 
tive to aftertouch. Pushing just slightly on 
the keys causes it to send very high after- 
touch values. You can design a Virtual 
Controller that processes the aftertouch 
data before sending it to your sequencer or 
MIDI devices. 


@ Click the Virtual Controllers 
button or choose Edit Virtual 
Controllers from the Patch menu to 
open a Virtual Controllers editing 
window. 


Figure 3.1: Virtual Controllers Button 


You'll see that the Virtual Controllers 
editing window looks very similar to the 
patch editing window. Use the Virtual 
Controllers editing window to create and 
store as many Virtual Controllers as the 
Studio 5’s memory will allow. 
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6) 


® 


Figure 3.2: Virtual Controllers Edit Window 


Click the MIDI Source module icon. 
The cursor will turn into the MIDI 
Source icon. Click anywhere in the 
space below the Module Palette to 
create an undefined connection. 


Notice that this connection looks very 
similar to an undefined patch connec- 
tion; the only difference is that the MIDI 
Destination module is replaced by a Vir- 
tual Controller module. 


- (Pee 
Choose your master keyboard from 


the MIDI Source module’s pop-up 
menu. 


° | K2000 ~~ IS » 


Insert a Mono Aftertouch Modifier 
module between the MIDI Source 
module and the Virtual Controller 
module. 


Eas > 


Double-click the Mono Aftertouch 
Modifier module to open its editing 
window. 

Choose Scale from the Modifier 
module’s pop-up window and enter a 
value of 50% into the Modifier 
module’s numerical. 
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Max Limit 
Min Limit 
Set To 

Filter Gut 


This will scale the Mono Aftertouch 
output by 50%, resulting in the desired 
decrease in Mono Aftertouch sensitivity. 


@) Click the Virtual Controller Module. Its 
border will become thick and it will 
contain a flashing text-insertion 
cursor. 


>| fed K2000 v 


Type a suitable name for your new 
Virtual Controller. 


° (dl K2000 w H L LS master w/A.T. Soaling > 


@) Close the Virtual Controller editing 
window. 


lf you open a patch in the patch editing 
window, you'll see that “Master w/A.T. 
Scaling” has been added to your list of 
possible MIDI sources. Now, instead of 
using the K2000 as a controller, you can 
use the improved Virtual Controller as 
your MIDI source. 
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The previous example provided a graphic 
illustration of the Virtual Controller defini- 
tion—Virtual Controllers are the output of 
a MIDI device plus some form of MIDI 
processing. 


Virtual Controllers are edited similarly to 
patches, except that instead of MIDI Des- 
tination Modules, there are Virtual 
Controller Modules. 


All of the modules and connections to the 
left of the Virtual Controller Module are 
used to define the output of that Virtual 
Controller. There may be any number of 
Virtual Controllers for each real 
controller. 


Virtual Controllers appear in the pop-up 
MIDI source menus when you edit a 
patch. If you choose a Virtual Controller, 
it has the same appearance in the patch 
editing window as in the Virtual Control- 
ler editing window, except that you can’t 
edit its name. 


Efficient Use of Virtual 
Controllers 


There are two kinds of Virtual Controller 
connections: 


e Those that do not “multiply” MIDI 
data. 


In this type of a connection, no one 
MIDI event from a source reaches 
more than one Virtual Controller. You 
make non-multiplying Virtual Control- 
ler connections either by avoiding 
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multi-output splitter modules or by 
extensive use of filtering. An example 
of two different non-multiplying con- 
nections is shown in Figure 3.3. 


+ im «2000 -~ [ish > RH: c4auP 
¢|fm K2000 ~ aig} LH: BB&DOWN by 


Figure 3.3: Non-Multiplying Virtual Controller 
Connections 


e Those that do “multiply” MIDI data. 


In this type of connection, a single 
MIDI event from a source reaches 
more than one Virtual Controller. 
Connections that use unfiltered, 
multi-output splitter modules multiply 
MIDI data by sending duplicate data 
to numerous Virtual Controllers. An 
example of a multiplying connection 
is shown in Figure 3.4. 


[a eee > |S 
= LH: C4 Split 


Figure 3.4: Multiplying Virtual Controller 
Connection 


Mil 


The connection shown in Figure 3.4 dou- 
bles all MIDI events (pitch bend, controls, 
mono aftertouch, etc.) except for notes 
and polyphonic aftertouch events. 


When you design patches using Virtual 
Controllers created in a “multiplying” con- 
nection, avoid using the Virtual 
Controllers independently. Either use all 
of the Virtual Controllers created in a mul- 
tiplying connection or don't use any at all. 
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If you don't use all of a multiple connec- 
tion's Virtual Controllers, you will waste 
microprocessor power since you'll send 
MIDI data to Virtual Controllers that 
aren't in your patch. 


For example, if you wanted to create a 
patch where your left hand controls one 
module and your right hand controls 
another, you could use the two Virtual 
Controllers shown in Figure 7-4. The 
patch would look as shown in Figure 7-5. 


® > LH: C4 Split '¥ >{8™8 Morpheus ¥ Ch 1 
© S RH:C4 Split v >|famd Sixtrakv Ch 1 


Figure 3.5: Patch Using Virtual Controllers from 
Multiplying Connection 


If, however, you wanted to create a patch 
where only your left hand controlled a 
module, you should use the “LH: 
B3&DOWN?” Virtual Controller shown in 
Figure 7-3. The patch would look as 
shown in Figure 7-6. 


° S LH: B3&DOWN w~ fed C2-10i w Ch 1 


Figure 3.6: Patch Using Virtual Controllers from Non 
Multiplying Connection 


If, instead of using the “LH: B3&DOWN” 
Virtual Controller in the patch, you used 
the “LH: C4 Split” Virtual Controller 
shown in Figure 7-4, you would waste pro- 
cessing power since all MIDI events 
generated by the K2000 (other than notes 
and poly aftertouch) are sent to both the 
“LH: C4 Split” and “RH: C4 Split” Virtual 
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Controllers. Since this patch doesn’t use 
the “RH: C4 Split” Virtual Controller, this 
would be an inefficient use of Virtual Con- 
trollers and your interface’s 
microprocessor. 


Using Virtual Controllers with 
Vision 


OMS applications such as Vision and 
Studio Vision (versions 1.3 or later) treat 
Virtual Controllers as they would any 
other MIDI input device. 


Let’s look at an example showing how to 
use Virtual Controllers with Vision. 
Assume that your Studio Setup document 
looks like Figure 3.7, and that you have 
defined a Virtual Controller like the one 
shown in Figure 3.8. 


> Studio 5 Setup 2s 


BS EP Studio 5—-Modem 
- (3) id Sixtrak 
- (2) = [Fs] pr-66o 


-C) => K2000 
-(4) Siam cz-101 
Ens Sp Octapad 
(61k x7 I 


“(== Morpheus 


Figure 3.7: Studio Setup Document Example 
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Bj Virtual Controllers SSS Saws 


tesa unaneaoos 
+ [E1200 ai 


(Ola A SR Te Oe] 
Figure 3.8: Virtual Controller Example 


@) Launch Vision. 


@) Choose Enable Input Devices from 
Vision’s Setups menu. 


You'll see a dialog box listing all possible 
MIDI Input devices, including any Virtual 
Controllers, as defined by the current 
Studio Patch document. 


Select Inputs to Enable 


Y fe 2-101 
Y [EJ or-s60 
¢ Ee 0x7 

Y bl K2000 


> Master w/A.T. Seating 
= Morpheus 
& Octapad 

Y fd SixTrak 


Figure 3.9: Vision's “Enable Input Device” 
Dialog Box 
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Notice, in this example, that the Virtual 
Controller named “Master w/A.T. Scal- 
ing” is available as a MIDI input source. 
You enable input devices by clicking 
them. In the following example, “Master 
w/4.T. Scaling” is checked and, there- 
fore, is enabled as an input device. 


Select Inputs to Enable 


fed C2-101 

DR-660 

DX7 Il 
Y fel K2000 


¥Y D Master w/A.T. Sealing 
Morpheus 


v & Octapad 
Fed SixTrak 


Figure 3.10: Enabling a Virtual Controller in Vision 


By using the specially designed “Master 
w/AT. Scaling” Virtual Controller as an 
input device, you can record data with sat- 
isfactory aftertouch values directly into 
Vision. 


NOTE: Since Virtual Controllers use real 
MIDI input devices, it’s possible to acciden- 
tally enable an input device twice. For 
example, if you enable both “K2000” and 
“Master w/A./T. Scaling’, you will get two 
notes for every one you play. For this rea- 
son, make sure that you only enable one 
input for each real, physical device. 
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VIRTUAL INSTRUMENTS 

A Virtual Instrument is made up of one or 
more MIDI destinations plus some form 
of MIDI processing. Virtual Instruments 
are basically the opposite of Virtual Con- 


trollers. Let’s look at an example of a 
Virtual Instrument. 


Assume that it’s common for you to 
“stack” instruments together to get a 
really big MIDI sound—particularly your 
K2000 and Morpheus sound modules 
playing on MIDI Channel 2. Using Virtual 
Instruments, you can create that stack 
and always have it available as a MIDI 
destination. 


@ Click the Virtual Instruments 
button in the patch document 
window, or choose Edit Virtual 
Instruments from the Patch menu to 
open a Virtual Instruments editing 
window. 


=> 
Figure 3.11: Virtual Instruments Button 


You'll see that the Virtual Instruments 
editing window looks very similar to the 
patch editing window. Use the Virtual 
Instruments editing window to create 
and store as many Virtual Instruments as 
memory will allow. 


Figure 3.12: Virtual Instruments Edit Window 
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@ Click the Virtual Instrument module 
icon. 


Figure 3.13: Virtual Instrument Module Icon 


@) Click in the blank space below the 
Module Palette to create an undefined 
Virtual Instrument connection. 


Notice that this connection looks very 
similar to an undefined patch connec- 
tion; the only difference is that the MIDI 
Source module is replaced by a Virtual 
Instrument module. 


DP as 


@® Insert a Simple Splitter module 
between the Virtual Instrument and 
the MIDI Destination modules. 


po vaw i see 


© Adda second MID! Destination 
module by clicking its Icon and 
inserting it below the Simple Splitter 
module. 


(6) Choose the K2000 from the upper 
MIDI Destination module’s pop-up 
window, and the Morpheus from the 
lower MID! Destination module’s pop- 
up window. Set their MIDI channels to 
Channel 2. 
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a= fm K2000-V Ch 2 
Lk Morpheus Ch 2 


@ Click the Virtual Instrument module to 


select it. 


[ Morpheus ‘¥ Ch 2 | 


Type In the name of your new Virtual 
Instrument and hit the Enter key. 


© > HippoStack ra fm K2000v ch 2 
L Morpheus ¥ Ch 2 


@®) Close the Virtual Instrument editing 
window. 


If you open a patch in the patch editing 
window, you'll see that “HippoStack” has 
been added to your list of MIDI destina- 
tions. Whenever you want to play a stack 
made up of the K2000 and Morpheus syn- 
thesizers on MIDI Channel 2, simply 
choose this Virtual Instrument as the 
MIDI Destination. 


The previous example provided a graphic 
illustration of the Virtual Instrument defi- 
nition—Virtual Instruments are made up 
of one or more MIDI destinations plus 
some form of MIDI processing. 


Like Virtua! Controllers, Virtual Instru- 
ments are edited similarly to patches with 
only minor exceptions. The Virtual Instru- 
ment editing window contains 
connections from Virtual Instruments to 
devices. 
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Instead of MIDI Source modules, there 
are Virtual Instrument modules: 


Virtual Instruments appear in the pop-up 
MIDI destination menus when you edit a 
patch. If you choose a Virtual Instrument, 
it has the same appearance in the patch 
window as in the Virtual Instrument edit- 
ing window, except that you can’t edit its 
name. 


NOTE: System Exclusive messages should 
always be sent directly to the intended 
device. Sending System Exclusive to a Vir- 
tual Instrument containing a Splitter 
module and different devices thickens the 
MIDI data stream unnecessarily. Sending 
System Exclusive to a Virtual Instrument 
consisting of a Splitter module routed to dif- 
ferent channels of the same device will 
corrupt the data. 


Using Virtual Instruments with 
Vision 


OMS applications such as Vision and 
Studio Vision (versions 1.3 or later) treat 
Virtual Instruments as they would any 
other MIDI destination device. 


Let’s look at an example showing how to 
use Virtual Instruments with Vision. 
Assume that your Studio Setup document 
looks like Figure 3.14, and that you have 
defined a Virtual Controller like the one 
shown in Figure 3.15. 
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> Studio 5 Setup 


Ss 65) Studio 5—Modem 
- (3) => SixTrak 
= (2) => [i] pR-660 


=> k2000 
(@)= Sieg 2-101 
Ose Octapad 
(6)-*>ia x7 1 
=== Morpheus 


Figure 3.14: Studio Setup Document Example 


» DHippoStack > ii fl _K2000 v ch 2 
fe Morpheus ¥- Ch 2 
Figure 3.15: Virtual Instrument Example 


@ Launch Vision. 


@ Choose Instruments from Vision’s 
Setups menu. 

@ Choose New Instrument from the 
Instruments menu. 


A new Instrument will be added to the 
MIDI Instruments list as shown in 
Figure 3.16. 


30] matrmment |e 
rae peeve 
etapa 
Gta Trak 
Stace mete! il 
Poised ¥ seid 


Figure 3.16: Adding an Instrument In Vision 


73 goes 
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@ Choose “HippoStack” from the MIDI 
Output Device pop-up menu. 


This menu displays all MIDI destinations 
as defined in your current Studio Setup 
document as well as the Virtual Instru- 
ments in your current Studio Patch 
document. 


aE, 3.17: aaa 6 a MIDI Output Device 


Vision 


() Choose Channel 2 from the MIDI 
Output Channel pop-up menu (since 
“HippoStack” was designed to play 
on MIDI Channe! 2). 


The MIDI Instrument’s name becomes 
“HippoStack-2”, indicating that it uses 
the Virtual Instrument named “Hip- 
poStack”, and that it is set to receive on 
MIDI Channel! 2. You can keep this 
name or type another. 


OEY fee rer oe ee] ae Instruments 


Pe eer ieee bor Ie Nie 
ee eee) 
[ea) 


Figure 3.18: Newly Defined Instrument In 
Vision 


© Click the Thru Instrument setting at 
the left side of Vision’s Control! bar 
(the little keyboard). 


You'll see a pop-up menu of MIDI Instru- 
ments as defined in Vislon’s Instruments 
window. 
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fol ell Replace | = 
a Sequence A 'SequenceA | 
Freie ( (new track) a 


= ‘HippoStack-1,. 


Figure 3.19: Choosing a Virtual Instrument in 
Vision 


(7) Choose “HippoStack-2”. 


The Thru Instrument will now play the 
Virtual Instrument named “HippoStack”, 
which is the combined sound of the 
K2000 and Morpheus sound modules on 
MIDI Channel 2. 


Virtual Instruments can be used to define 
any number of MIDI Instruments within 
Vision. You can choose instruments 
within any of Vision’s MIDI Instrument 
pop-up menus (as found in the Sequence 
window, List window, Graphic window, 
and so on).There are two important 
advantages to using Virtual Instruments 
with Vision: 
e You wish to play a sequence 
using an interesting Studio Patch. 


To do so, simply create a Virtual 
Instrument consisting of the entire 
patch connection (except for the 
source module) and use it as Vision’s 
Thru Instrument. This is detailed in 
the following section. 


39 


e You wish to have a sound made 
up of several channels on several 
devices playing the same part. 
(This applies to Studio 5s only.) With- 
out Virtual Instruments, you would 
have the Macintosh send a separate 
MIDI event to each destination chan- 
nel on each device. Using a Virtual 
Instrument allows the Macintosh to 
send just one MIDI event to the Vir- 
tual Instrument, which actually exists 
inside the interface. This reduces the 
density of the MIDI data stream, 
making timing more efficient. 

It also transfers the Macintosh’s work 
load to the interface, which gives the 

Macintosh more processing time for 

other events. 


Creating Virtual Instruments 
from Existing Patches 


If you create an interesting Studio Patch 
and decide you want to use it as a Virtual 
Instrument in a MIDI sequence, you can 
simply copy the connection (less the 
MIDI Source module) from the Patch 
Editing window and paste it into the Vir- 
tual Instruments edit window. To do so: 


@ Open the Patch Edit Window for the 
patch you want to turn into a Virtual 
Instrument. 

@) Select every part of the connection 
except the MIDI Source module. 


There are two ways to do this: 1) click 
the selector dot to the left of the connec- 
tion (selecting all modules), then 

(88 ]-ctick the MIDI Source module to 
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@® 
® 


deselect it; or 2) drag a rectangle around 
all the modules except the MIDI Source 
module. 


Choose Edit>Copy. 


Open the Virtual Instruments edit 
window. 


Click the Virtual Instrument module 
icon, then click in the blank space 
below the Module Palette to create an 
undefined Virtual Instrument 
connection. 


in the new connection, click the MIDI 
Destination module to select it and hit 
the Delete key to remove the MIDI 
Destination module from the 
connection. 


2 Virtual instruments { —____ 


Seroseodooe es 


Click the MIDI Destination module 
Icon, then move the cursor just to the 
right of the Virtual Instrument 
module. Do not click the mouse! 
Notice that the area to the right of the 
Virtual Instrument module becomes 
highlighted. 


2 OF 


Fanning 
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Type to paste the contents of 


the clipboard into the highlighted 
area. 


SSS Virtual Instruments (Ss 


sre FORBUEaeE ee 


Type a name into the Virtual 
Instrument module and save it. 


You're now ready to use this newly cre- 
ated virtual instrument in your 
sequencing program. 
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Use the Program Change Sources 
window to specify various ways to change 
Studio Patches. You can design Program 
Change Sources to: 


e¢ Change Studio Patches from a MIDI 
controller. 

e Change Studio Patches from a MIDI 
controller only if an additional MIDI 
control is activated. 

e Step through a pre-determined patch 
chain using a MIDI controller. 


Program Change Sources make it conve- 
nient to change Studio Patches from a 
MIDI controller when you’re working 
within other MIDI applications. You don’t 
have to use the patch document window 
to change Studio Patches. A patch docu- 
ment can contain any number of Program 
Change Sources. 
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OPENING A PROGRAM CHANGE _ 
SOURCES EDIT WINDOW 


Click the Program Change Sources 
button in the patch document window, or 
choose Edit Program Change Sources 
from the Patch menu to open the Pro- 
gram Change Sources window. 


Figure 4.1: Program Change Sources Button 


You'll see that the Program Change 
Sources window looks similar to the patch 
editing window, except that the module 
palette is different. 


== Program Change Sources B= 


FEED 


Figure 4.2: Empty Program Change Sources Window 
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PROGRAM CHANGE SOURCES 


EDIT WINDOW TERMINOLOGY 


Figure 4.3 shows the terminology for the 
Program Change Sources window. 


Change Patches 
Module icon 


MIDI Source 
Module icon 


Patch Chain Controls 
Module icon 


Enable Patch 
Changes Module icon 


GOS NP rogrant Change Sources Haag 


Palete 


[EE Hwmaraoy om 1 SEHD 


Program Change Source Editing 
(You can have as man: Area 
Program Change omgees Modules 
as you need) 
Figure 4.3: Anatomy of a Program Change Sources 
Window 


Module placement and editing techniques 
are similar to those used for the patch 
editing window. The following sections 
discuss each module in detail. 


a erm Se 


MIDI SOURCE MODULE ~ 


Figure 4.4: MIDI Source Module 


we 


The MIDI Source module in the Program 
Change Sources window is very similar to 
the MIDI Source module in the patch 
editing window. The only difference is 
that this MIDI Source module contains a 
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MIDI channel numerical; the patch edit- 
ing window’s MIDI Source module does 
not. 


Use this MIDI Source module to specify 
which device and MIDI channel will con- 
trol program changes using the other 
modules to which it's connected. 


To insert and define a MIDI Source 
module: 


@ Click the MIDI Source module icon. 
The cursor will change into a MIDI 
Source module icon. 


@ Click in the blank space below the 


Module Palette to create an undefined 
Program Change connection. 


(Eas) 


@ Choose a MIDI source from the MIDI 
Source module’s pop-up menu. 


@ Use the Channel numerical to set a 
MIDI transmission channel. A dash 
(“-”) means that the MIDI source data 
can come from any channel. 


¢|Emd K2000 ~ Ch 1 


You will not yet be able to change Studio 
Patches via MIDI, since the MIDI Source 
module’s only purpose is to define the 
source and channel of MIDI data. See the 
following sections to learn how to change 
Studio Patches using several different 
methods. 
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CHANGE STUDIO PATCHES 


if 
Oi 


Figure 4.5: Change Studio Patches Module 


If you want Studio Patches to receive 
MIDI program changes from a MIDI 
device, you must use the Change Studio 
Patches module. (To change Studio 
Patches using MIDI program changes 
sent from an OMS application, send to the 
“Studio Patches pgm chg” device, 
described on page 6.) 


Place a Change Studio Patches module to 
the right of the MIDI Source module 
using techniques discussed previously. 


¢\imd K2000-~~ Ch 1 fai} 


Figure 4.6: Adding a Change Studio Patches Module 


In the example shown in Figure 4.6, MIDI 
program changes transmitted by the 
K2000 on Channel 1 will change the 
Studio Patch number. 
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Editing the Change Studio 
Patches Module 


Double-click the Change Studio Patches 
module to open its edit window. 


feel K2000-~ ch 1 Laem 


Select Studio Patches by MIDI 
program change messages 


e 


Only when Enable Patch 


ad Changes contro] allows 


Figure 4.7: Change Studio Patches Module Edit 
Window 


The edit window contains a single check 
box. When the box is unchecked, Studio 
Patches recognizes MIDI program 
changes directly. When the box is 
checked, the status of an additional MIDI 
controller (typically a footswitch or but- 
ton) determines whether Studio Patches 
recognizes the program change message. 


Uncheck the box if you want Studio 
Patches to always change patches when it 
receives a MIDI program change mes- 
sage. Often, however, it’s undesirable to 
change the Studio Patch every time you 
send program changes from your master 
keyboard. If you check the check box, 
Studio Patches change only when an addi- 
tional MIDI control event is received. 
This allows you to send program changes 
to MIDI devices without changing the 
Studio Patch. 


If you check the check box, you'll need to 


use an Enable Studio Patch Changes 
module (see the following section). 
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ENABLE STUDIO PATCH 
CHANGES MODULE 


a 


Figure 4.8: Enable Studio Patch Changes Module 


If you checked the check box in the 
Change Studio Patches module edit win- 
dow, you must use the Enable Studio 
Patch Changes module to change Studio 
Patches. 


@ Adda new MIDI Source module to the 
Program Change Sources window. 


¢{kmd K2000-¥ Ch 1 mani} 
(So 


Figure 4.9: Adding a Second Connection 


@ Choose a MIDI Source and channel, 
then place an Enable Studio Patch 
Changes module to the right of the 
MIDI Source module. 


° | K2000 ¥ Ch 1 Li 
°|f&} Studio S-Modem -W Ch - 


Figure 4.10: Defining Studio Patch Change 
Enabling Source 
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Editing the Enable Studio Patch 
Changes Module 


Double-click the Enable Studio Patch 
Changes module to open its edit window. 


°|imml 2000 -~ ch 1 Hamas 
| @8  StudioS—Modem v ch - Hie 


Enable Studio Patch changes when 


Opcode FS1 (78) Ww 


‘O) On 
© off 


Figure 4.11: Enable Studio Patch Changes Module 
Edit Window 


Use the pop-up menu to specify which 
MIDI control message enables Studio 
Patches program changes. You can 
choose whether the control message 
needs to be “on” or “off’ in order to enable 
program changes. 
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In the connection shown in Figure 4.12, 
the Masterman-88 will change Studio 
Patches ovly if you send the program 
change while holding down the Studio 5’s 
Footswitch #1. Program Change mes- 
sages from the Masterman-88 will not 
affect Studio Patch selection if the 

Studio 5 footswitch is not down (on). 


He MEELIS AE RL 
Select OMS patches by MDI 
Program Change Sources Seen aetna gat 
cH Enable OMS Patch Changes 
ERAeIee we py on when Enable OMS Patch 


Changes contro) allows 
Si 
studio S—-mocem w ch - HO! 


Figure 4.12: Example of an Studio Patch Change 
Connection 


NOTE: Remember that Studio 5 footswitch 
and foot controller data is sent on MIDI 
Channel 15. 


Using a Single Studio Patch 
Change and Enable Source 
If you wish to use a single MIDI source 


for both Studio Patch changes and 
enabling, you'll use only one connection. 


Studio Patches Manual 


CHAPTER 4: Program Change Sources 


Assume, for example, that you wanted to 
send Studio Patch changes from your 
Masterman-88 controller while holding 
down its sustain pedal. You would create 
the connection shown in Figure 4.13. 


#0 


Select OMS patches by MIDI 
program change messages 


i Only when Enable OMS Patch 
Changes contro] allows 


e 


Masterman-88 Y Ch 1 


BOE Be 
Enable OMS patch changes when 
Sustain Pd (64) Ww 
is: 
© On 
O off 


Figure 4.13: Single Studio Patch Change and Enable 
Source 


PATCH CHAIN CONTROLS 
MODULE 


ss) 


mt 
Figure 4,14: Patch Chain Controls Module 


Use this module to select a pair of MIDI 
controls to step up or down through a pre- 
defined Patch Chain. You define the Patch 
Chain in the Patch Chain Edit window 
(see Chapter 9). 
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Place a Patch Chain Controls module to 
the right of a MIDI Source module using 
techniques discussed previously. 


°| fF Studio 5—Modem Ww Ch —- fu} 


Figure 4.15: Adding a Patch Chain Controls Module 


Editing the Patch Chain Controls 
Module 


G) Double-click the Patch Chain Controls 
module to open its edit window. 


°|@9 Studio 5-Modem v Ch — Hime 


Step through the patch chain using 
these controls: 


Forward [Opcode FS1 (78) vl 
Backward [Opcode FS2 (79) v | 


Figure 4.16: Patch Chain Controls Module Edit 
Window 


@ Choose (from the Forward pop-up 
menu) the MIDI control you wish to 
use to step forward through the Patch 
Chain. 


@ Choose (from the Backward pop-up 
menu) the MIDI control you wish to 
use to step backward through the 
Patch Chain. 


For the example shown in Figure 4.16, 
you would use the Studio 5’s Footswitch 
#1 to step forward through a Patch Chain, 
and the Studio 5’s Footswitch #2 to step 
backward through a Patch Chain. 
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Patch Chains wrap around. When you 
reach the last patch in a chain, the next 
step will return you to the first patch in 
the chain. 


See the next chapter to learn how to set 
up a Patch Chain. 


NETWORKING NOTE: If you're using 
multiple interfaces, Opcode recommends 
you connect all MIDI devices defined as 
Patch Chain control sources to the same 
interface. The reason ts that each micropro- 
cessor (whether it’s in the Macintosh or an 
interface) has its own concept of the current 
location in the patch chain. If you use dif- 
ferent devices connected to different 
interfaces to advance a patch chain, you 
may not get the results you expect. 
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The Patch Chain edit window creates a 
list of patches used by the Patch Chain 
Controls module (discussed in the previ- 
ous chapter). The Patch Chain Controls 
module (found in the Program Change 
Sources window) lets you step through a 
predetermined patch sequence using an 
external MIDI controller. 


This chapter discusses creating and edit- 
ing a Patch Chain. 


OPENING A PATCH CHAIN 
EDIT WINDOW 


Click the Patch Chain button in the 
patch document window, or choose Edit 


Patch Chain from the Patch menu to 
open the Patch Chain edit window. 


Cal 


Figure 5.1: Patch Chaln Button 
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Patch Chains 


is & Ff Dy allPatches bp oraer: coe 


Figure 5.2: Empty Patch Chain Edit Window 


PATCH CHAIN EDIT WINDOW | 
TERMINOLOGY 


Figure 5.3 shows the terminology for the 
Patch Chain edit window. 


Figure 5.3: Anatomy of a Patch Chain Edit Window 


Insert Patch Chain Steps button 
Selector Dot 
Insertion Point 


Patch Chain List (each item in the list 
is called a Step) 


Patch Document List 


© @©0080 
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The Patch Chain edit window is divided 
into two scrolling lists. The list on the left 
is a copy of the current patch document. It 
lists all the current patches and shows the 
first line of each patch description. The 
list on the right is the patch chain. 


CREATING A PATCH CHAIN 


You create a Patch Chain by defining an 
insertion point in the Patch Chain List and 
selecting patches from the Patch Docu- 
ment List. 


The Patch Chain List is blank when you 
first open an empty Patch Chain edit 
window. 


@ Click the selector dot of a patch in the 
Patch Document List. 


Ho 
[2 -S} Di Anrotenes border 


Patch Chain Sess 


RSE 


Changing Patches Se’ 
Current Step | 


Figure 5.4: Select Patch from Patch Document 
List 


@) Click the Insert Patch Chain Steps 
Button to insert the patch in the Patch 
Chain List. 
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Figure 5.5: Click Patch Chain Steps Button 


Notice that the insertion point moves to 
follow the step you just inserted. 


SHORTCUT: Double-click a selector dot in 
the Patch Document List to insert that 
patch into the Patch Chain List automati- 
cally. When you double-click a patch 
selector dot, you do not have to click the 
Insert Patch Chain Steps button to 
insert the patch. 


Selecting Multiple Patches 


You can insert multiple patches into the 
Patch Chain List by selecting more than 
one patch at a time from the Patch Docu- 
ment List. 


@ _ Shift-click two or more patches in the 
Patch Document List. 


Figure 5.6: Shift-Clicking Multiple Patches 


@ Click the Insert Patch Chain Steps 
button to insert the selected patches 
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at the insertion point in the Patch 
Chain List. 


a 5 =} Patch Chain Raw 
(a-r] Chaneaceives fal oana slabed 8 cals 


Patch Chain Steps 


Figure 5.7: Inserting Multiple Patches 


Using the “All Patches In Order” 
Check Box 


The All Patches In Order check box, 
when checked, replaces the current patch 
chain with a chain containing all patches 
in the patch document. Patches appear in 
numerical order (not necessarily in the 
order they appear in the Patch Document 
List). If you add, remove, or renumber 
patches in a patch document when the All 
Patches In Order box is checked, the 
Patch Chain will change to always reflect 
your patch document. 


You may not make changes directly to the 
Patch Chain List when the All Patches 
In Order box is checked. If you want to 
make changes to a Patch Chain List, first 
uncheck the All Patches In Order 
check box. 
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Assume, for example, that you had the 
Patch Chain shown in Figure 5.8. 


Changing Patches Sets 
= All Patches la Order E] Coro 


Figure 5.8: Patch Chain Before Checking All Patches 
In Order 


Click the All Patches In Order check 
box to check it. Your Patch Chain now 
lists, in numerical order, all the patches in 
your current patch document (see 
Figure 5.9). 


chaghs Patches Sets.” 


atches th ‘Order L] Current Step: 


Figure 5.9: Patch Chain After Checking Ail Patches 
In Order 


EDITING A PATCH CHAIN 


You may copy, cut, paste and clear Patch 
Chain Steps. Cut and copied Patch Chain 
Steps appear in the Clipboard window. 
The following example shows how to 
copy and paste a Patch Chain Step. 


@ Click the selector dot next to the 
Patch Chain Step you wish to copy. 
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Q@) Choose Edit>Copy. 


ee Potch Chain See SS an 


Sana Paicles a: = 
© Dhan Patches fn ocaer: Cl Bernat Sip seule 


Patch Chain Steps 


l= 


Figure 5.10: Select and Copy a Patch Chain 
Step 


(3) Click between Patch Chain Steps to 
select a new insertion point. 


Figure 5.11: Defining an Insertion Point 


@) Choose Edit>Paste to paste the 
copied Patch Chain Step at the 
insertion point. 


Elam Patates Order ‘ebemarioraee ess 
Patch Chain Steps Z 


Figure 5.12: Pasting a Patch Chain Step 


If you paste a cut or copied Patch Chain 
Step without selecting an insertion point, 
it will be inserted at the end of the Patch 
Chain List. As an example... 
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@ Copy a Patch Chain Step to the 
Clipboard as shown in Figure 5.13. 


[a SSS Patch Chan SSeS se 
[33 Ff Ed AM Patebes fn Drier L] Crane Eafenes Sato 
Patch Chain Steps 


Figure 5.13: Copying a Patch Chain Step 


@ Paste the Patch Chain Step without 
choosing an insertion point. Look at 
Figure 5.14 to see that the Patch 
Chain Step was pasted to the end of 
the Patch Chain List. 


Bhnsgig Patan St. 
CEE [Arras noc elec : 


Figure 5.14: Pasting to the End of the Patch 
Chain List 


NOTE: If the Insert Patch Chain Steps 
button is dimmed, it means you have not 
defined an insertion point. If you paste a 
Patch Chain Step without selecting an 
insertion point, it will appear at the end of 
the Patch Chain List. 


CHANGING THE PATCH _ 
DOCUMENT 


If the Patch Chain references a patch that 
you later remove from the patch docu- 
ment window, the Patch Chain continues 
to reference the patch by its number. 
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Follow this example to see how deleting a @) Choose Edit>Clear to remove Patch 
patch affects the Patch Chain: #8. 


@ _ Look at the Patch Chain window 
shown in Figure 5.15. Notice the 
position of Patch #8 in both the Patch 
Document List and the Patch Chain 


List Empty Sequencing Patch 


Drum Layers 


Velocity Split 
K2000 -> C2-101 
Band Setup 
Monster Stack 


laterite wari: SERUM 


Empty Sequencing Patch 7 Veleity Split 
Drum Layers 4% K2000-» CZ-101 
Velocity Split 


Figure 5.17: Clearing a Patch in the Patch 


Figure 5.15: Typical Patch Chain Window Document Window 
@ Open the current Patch Document Look at the Patch Chain window. Notice 
window and select Patch #8. that Patch #8 has disappeared from the 


Patch Document List. Notice that the 
Patch Chain List still references the 
missing patch, but indicates that the 
patch has been removed. 


Empty Sequencing Patch 
Drum Layers 


SSS Patch Chein GS ———_ 
(0S) | bairaiciee moron) area Hateher Sete ; 


Durrent Stee 


Patch Chain Steps 


Velocity Split 


© 1 Emroty Sequencing Pateh 7 Velocity Spit 
K2000 -> Morpheus * 6 Drum Layers * 11 K2000->C2-101 

. T Velocity Spit . OQ (patch removed) 
K2000 -> C2-101 © tt 2000-9 ¢2-101 

© BO Band Setup 
Band Setup D> 40 Monster Stack 


Monster Stack 


Figure 5.18: Patch Chain After Deleting a Patch 


Figure 5.16: Selecting a Patch in the Patch 
Document Window 


USING A PATCH CHAIN 


To use the Patch Chain, you must define a 
connection using a Patch Chain Controls 
module in the Program Change Sources 
window. See Chapter 8 for details. 
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NETWORKING NOTE: If you're using the Patch Chain, then the Patch Chain 
multiple interfaces, Opcode recommends step does not change. This could be 

you connect all MIDI devices defined as useful if, in a live performance, you want 
Patch Chain control sources to the same to jump around within your patch chain to 


interface. The reason is that each micropro- _ change the order of your performance. 


cessor (whether it’s in the Macintosh or an ' 3 - 
interface) has its own concept of the current The following table illustrates how vari- 


location in the patch chain. If you use dif- ous changes affect the current Patch 
ferent devices connected to different Chain step with and without the “Chang- 
interfaces to advance a patch chain, you ing Patches Sets Current Step” option 
may not get the results you expect. checked. 


Using the “Changing Patches 
Sets Current Step” Check Box 


There may be times that you want to 
interrupt a pre-determined Patch Chain to 
use a different patch. The “Changing 
Patches Sets Current Step” check box 
determines how changing a patch affects 
your position in the Patch Chain. 


If the “Changing Patches Sets Current 
Step” check box is unchecked, then the 
current Patch Chain step will be unaf 
fected by changing patches. Any manual 
patch changes will not affect the current 
Patch Chain step. This could be useful if, 
in a live performance, you want to deviate 
from your pre-determined sequence and 
then return to the Patch Chain exactly at 
the point you left. 


If the “Changing Patches Sets Current 
Step” check box is checked, then the cur- 
rent Patch Chain step will jump to the 
next step that matches the new patch. If 
the newly selected patch isn’t contained in 
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CHAPTER 5: Patch Chains 


Assume your patch document contains the following patches: 12345678 
and that your patch chain is as follows: 2 5 6 4 8 6. THEN... 


If you current patch | And you change the | Then, when you When you advance 

chain step is: patch to: advance the patch the patch chain with 
chain with “Chang- “Changing Patches 
ing Patches Sets Sets Current Step” 
Current Step” unchecked, your 
checked, your chain | chain advances to 
advances to step: step: 
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Each Studio Patch can contain a pair of 
sequences—the Start Sequence and the 
End Sequence. A patch’s Start Sequence 
is a short list of MIDI events sent to vari- 
ous devices when the patch is recalled. 
The patch’s End Sequence is a short list 
of events sent when a different patch is 
called up. 


Start Sequences are very useful for send- 
ing program changes, system exclusive 
patch data, initial controller values, or 
note off commands to a device when a 
patch is selected. End Sequences are 
often used, when leaving a patch, to undo 
the effects of the start sequence. 


NOTE: Sequence events are sent one 
immediately after another. They do not con- 
tain timing information. 


CREATING/EDITING PATCH 
SEQUENCES 


@ Select a patch by clicking its selector 
dot. 


@ Choose Edit Patch Start 
Sequence or Edit Patch End 
Sequence from the Windows menu. 


The sequence edit window opens. 
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Figure 6.1: Start Sequence Edit Window 


The seven buttons across the top of the 
sequence edit window represent different 
MIDI events. These are, from left to right: 
Program Change, Control, Mono After- 
touch, Poly Aftertouch, Pitch Bend, 
System Exclusive, and All Notes Off. 


Poly Aftertouch 


Control System Exclusive 


VQOOVOHS 
i 


Pitch Bend 


Program Change 


Mono Aftertouch All Notes Off 


Figure 6.2: Sequence Event Buttons 
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Click each button and an undefined corre- 
sponding event appears in the space 
below the Module Palette. 


Destination MIDI Event 


vCh1i® BankSeleet(0) vw 0 


vonijd t) 
yatji~ 0 
v nm 


Figure 6.3: Undefined Start Sequence Events 


Clicking a sequence event's selector dot 
selects that event. Shift-clicking 
sequence events will select more than one 
event for cutting, copying, or clearing. 
Sequence events can be rearranged by 
option-clicking their selector dots and 
dragging them to new locations. 


Editing Events 


You define and edit most MIDI events by 
choosing MIDI destinations and MIDI 
control numbers from pop-up menus. 
Select MIDI channels and event values by 
their corresponding numericals. 


Program Change Events 


Program change events show up as num- 
bers, names, or both. You can change the 
patch by clicking on it and choosing anew 
one from the Program pop-up. For 
instructions on getting names to show up, 
see Chapter 7: The Names Window. 


b> Vavestation w Ch 1 le 10: Songkels w [PE] 110 


Figure 6.4; Program Change Event 
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If the device isn’t subscribed to a patch 
name document via the Name Manager, 
you will be able to click on the rightmost 
part of the patch line to display the follow- 
ing pop-up menu: 


Patch Cockie Monster 


BS2Z 


Using this menu you can access the five 
different type of patch change messages. 
The different types allow you to change 
patches on synths that access more than 
128 patches via bank select messages, or 
multiple program change messages. In all 
cases, there will be numericals next to the 
boxed icons that you can set to the appro- 
priate values. If you are using the Name 
Manager to provide patch names, you 
won't need to set the numericals manu- 
ally; they are filled in automatically 
whenever you select a patch. 


Here are the five types of patch change 
message: 


e PC: Sends a program change mes- 
sage only. 

e PC PC: Sends two program changes 
in rapid succession. Some synths use 
the first message to set the hundreds 
digits and the second message to set 
the tens and ones digit. For example, 
PC 105 PC 38 would set the channel 
to program 538. 


e BO PC: Sends a bank select 0 mes- 
sage followed by a program change. 
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e 832 PC: Sends a bank select 32 mes- 
sage followed by a program change. 


e BO B32 PC: Sends a bank select 0 
message, a bank select 32 message, 
and a program change. 


Check your synthesizer’s documentation 
to find out what sort of patch change(s) it 
requires. 

The System Exclusive Event 


To edit a system exclusive event: 


@) Click the area to the right of the “FO” 
icon to open an Edit Event window. 


5 SSS SS Edit Event SS 
‘ancel 


a 
{ei 


Figure 6.5: Empty Edit Event Window 


@ Type in the desired hexadecimal data. 


Edit Event 


Cancel 


FO 10 06 OA 03 F? 
we 


Figure 6.6: Entering Data Into Edit Event Dialog 
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@ Click the close box to return to the 
Sequence Edit window. The data is 
displayed in the MIDI Event column. 


qc faa 
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Figure 6.7: Sequence Edit Window w/SysEx 
Event Defined 


You may enter any MIDI event into the 
system exclusive edit dialog. System 
exclusive data must be four bytes or more 
and end with F7. Non-system exclusive 
data must start with a value between 80 
and FF (except F5 which is reserved) and 
it must be three bytes or less. 


You can paste system exclusive data from 
the Macintosh’s Clipboard. If you have a 
large string of system exclusive data (like 
a patch dump), it can be copied to the 
Clipboard from within Vision (or Studio 
Vision) and then pasted into the Edit 
Event window. 


NOTE: System Exclusive messages in a 
Start or End Sequence should always be 
sent directly to the intended device. Sending 
SysEx to a Virtual Instrument containing a 
splitter module and different devices thick- 
ens the MIDI data stream unnecessarily. 
Sending SysEx to a Virtual Instrument con- 
sisting of a splitter module routed to 
different channels of the same device will 
corrupt the data. 
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Viewing Sequence Event Types 


You can move the cursor over a Sequence 
event in a Sequence editing window and 
see the event type’s name displayed. This 
makes it easier to edit long Start or End 
Sequences. 


1. Move the cursor over an event, and... 
..2. tha typa of evant Is diplayed, here. 


SUES 101: Start Sequence Hams) 


SGODBOCI Om areas 
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© Sonic Slicker © Ch 1/1@ ModWheel(1) ¥ 
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Destination MIDI Event 
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Figure 6.8: Viewing a Sequence’s Event Type 


You will also see the event name dis- 
played when you move the cursor over 
any of the sequence event buttons. 


SENDING ALL NOTES OFF 
EVENTS 


OMS does not automatically send note off 
commands when you change patches. If 
you hold notes and change patches, any 
devices not used in the new patch will not 
receive note off commands. This is useful 
in live performance for changing patches 
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while sustaining chords or synth pads. If 
you wish any held notes to turn off when 
you change patches, you should send an 
All Notes Off event in a Patch End 
Sequence. 


There are two ways to send an All Notes 
Off event to your devices: use the MIDI 
All Notes Off command or use the All 
Notes Off button. If your device responds 
to the MIDI All Notes Off command, 
insert a Control Patch Sequence event, 
and select Control 123. If your device 
does zot respond to the MIDI All Notes 
Off command, you should use the All 
Notes Off button—this sends actual note 
off commands to all 128 MIDI notes on 
the specified channel (and, consequently, 
takes a couple more seconds). 


PATCH SEQUENCE EXAMPLE 


Let’s assume, for example, that you’re 
performing in a live situation and need to 
define Patch #2 as a MIDI “stack” that 
combines a modulated vibe sound from 
the ProMaker/1 with a soft organ sound 
from the Vectorific. 
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CHAPTER 6: Patch Sequences 


Defining the Start Sequence 


@ Define the patch using the techniques 


® 


discussed in previous chapters. 


+f Mastermanes v HoH == Promaker/t + ch 1 | 


© Veotorifio ~ Ch 1 


You must now define a Start 
Sequence that sets the ProMaker/1 
and Vectorific to the proper sounds, 
volumes and modulations. 


Choose Edit Patch Start 
Sequence from the Patch menu to 
open a Start Sequence edit window. 


Assume that the ProMaker/1 has 
Patch #12 defined as a Vibe sound. 


Click the Program Change 
sequence event buiton to place an 
undefined Program Change sequence 
event in the edit area. 


Choose the ProMaker/1 from the 
Destination pop-up menu 


2: Stort Sequence 
K2000 i Sy 


Matterman-co [JUS Reaeen eee nn ee 
Morpheus 


wee! 
SteTr ak 
VecteriNa 


Figure 6.9: Selecting a Destinatlon Device 
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© Select Patch #12 as the Program 
Change number from the MIDI Event 
pop-up menu. 


> Protaker/1 w Chi jQ 12: Vibes 


Figure 6.10: Selecting a Program Change 
Number 


Click the Control sequence event 
button, choose the ProMaker/1 as the 
destination, the Mod Wheel as the 
MIDI Event and 127 as its value. This 
sets the vibe sound’s modulation to 
full value. 


i 2: Sta 


ConcEoms 


Destination MDI Evert 


* ProMaker/1 wt |S 12: Vier ~ ou 
© ProMaker/1 ork Mod wheel(1) 127 


Figure 6.11: Setting a Control Event 


@ Choose the desired organ patch for 
the Vectorific and set each 
synthesizer’s volume level using MIDI 
Volume Control. 


The final start sequence would look as 
shown in Figure 6.12. 


ProMaker/! ow Ch} Mod wheel(1) Ww 127 
PreMaker/1 w Ch Volume (7) vy 127 
Vectorific wCh1/@ 18: PereOrgn wv (FC) 17 


ProMaker/1. -¥ Ch B 12; Vibes vy fn 


Vectorific Ch 1 1 Volume (7) vy 40 
i 


Figure 6.12; Fully Defined Start Sequence 
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Now, whenever you recall Patch #2, your 
Masterman-88 keyboard will control a 
stack that combines the ProMaker/1 
(Channel 1, Patch #12 with full modula- 
tion and volume) with the Vectorific 
(Channel 1, Patch #63 and a MIDI volume 
level of 40). 


Defining the End Sequence 


You'll need to create an End Sequence to 
undo the effects of the Start Sequence. 
The End Sequence will play whenever 
you recall a patch other than Patch #2. 


To create an End Sequence: 


@ Choose Edit Patch End Sequence 
from the Patch menu to open an End 
Sequence edit window. 

@) Define Program Change and Control 
events to undo the effects of the 
patch’s Start Sequence. 


[i See 2: End Scavence | 1 


© PreMtaker/1 wv Chit j= tz 
PreMaker/1 ~~ Ch 11 ModWheel(1) ~ 0 
ProMaker/1 wth Volume (7) 
Vectorifio ow i|@ 2: 

© Vecterific wt! P Volume (7) 


Figure 6.13: Fully Defined End Sequence 


The End Sequence shown in Figure 6.13 
will reset the ProMaker/1 and Vectorific 
to Patch #0, their volumes to 127, and the 
ProMaker/1’s Mod Wheel value to zero 
whenever you select a different Studio 
Patch. 
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CHAPTER 7: 


Choosing Windows>Device Patch 
Names opens the OMS Name Manager. 


The Name Manager integrates patch doc- 
uments from a variety of sources: 


e Galaxy bundles 
e® Studio Patches Editor documents 
e Typed-in patch name documents 


° Documents from other OMS-2 com- 
patible librarians 


Once you set up the Name Manager, the 
Studio Patches Editor’s pop-up menus dis- 
play the names of your synthesizer 
patches, not just their numbers. The 
Name Manager also takes care of the 
housekeeping involved when you open a 
file that uses a different set of patch 
names. 


TERMINOLOGY 


It seems like every synthesizer manufac- 
turer has come up with different names 
for the various features on their gear. This 
mini-glossary of terms should help make 
sure that you understand what we mean 
when we say, for instance, “patch.” 


Studio Patches Manual 


The Names Window 


Patch: a user-selectable collection of 
parameters in a device, usually recall- 
able via a MIDI program change 
message. 


Device Mode: a state of a device in 
which MIDI program change mes- 
sages are interpreted in a distinct 
manner. For example, some devices 
have “standard mode” and “drums 
mode”, or “voice mode” and “perfor- 
mance mode”. If a device interprets a 
MIDI program change differently 
depending on the mode setting, then 
the Name Manager will provide a way 
for you to maintain information about 
the separate modes. 


Patch Document (or Patch Name 
Document): a document that con- 
tains patches for one or more modes 
of one or more devices. (e.g. a Galaxy 
bundle). 


Name Setup: for each device in the 
current Studio Setup document, a ref- 
erence to a patch document, anda 
mode selection per channel. 


Subscription: a device that has a 
patch document associated with it is 
said to be “subscribed” to the patch 
document. 

Current: a patch document is current 
if its patches are loaded in a device. 
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NAME SETUP WINDOW 


Figure 7.1: Name Setup Window 


The name setup window opens when you 
choose Windows>Names. The window 
displays an OMS name setup, which con- 
tains a reference to a patch document for 
each device in the current studio setup. In 
addition, for devices that have multiple 
modes of receiving program changes, the 
name setup contains a mode selection for 
each channel of each device. This infor- 
mation is saved with your file when you 
use the Save or Save As commands. 


Every device in the current Studio Setup 
appears in the name setup window. In 
addition, any devices that have patch 
names but are not in the current Studio 
Setup appear in the window, with their 
names in italics. 


Current Patches Pop-Up Menu 


It is possible for other programs to modify 
name setups. For example, you can make 
bundle current from within Galaxy. This 
pop-up menu controls what happens when 
name setups are changed from other 
applications. 
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"a Alvrays use current patches | 
fa Keep using these patches 
Figure 7.2: Current patch pop-up menu 


e Always use current patches: 
Making a file current in another appli- 
cation changes the name setup in the 
Studio Patches Editor. 


e Keep using these patches: this 
“locks in” the current patch name 
documents. Subscriptions won’t auto- 
matically be changed. 


New Studio Patch documents initially set 
this pop-up to “Always use current 
patches.” However, when you open an 
already created document, its pop-up is 
automatically set to “Keep using these 
patches” so as to preserve the references 
to the patches which were used when the 
file was created. If you change the pop-up 
to “Always use current patches”, you will 
be asked to confirm this choice, and then 
your document will be resubscribed to 
the current patches. 


Patch Name Document Column 


The Patch Name Document column 
shows the name of a subscribed docu- 
ment (such as a Galaxy bundle) for each 
device. If the document is current, a dia- 
mond appears before its name. If the 
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document can’t be found, its name 
appears in italics. You may double click 
on the patch document name to open 
patch name windows, which are 
described on page 67. 


Bun Sle 


| fed Wavestation \EY SNe 
| & Studio Patehes pgm Cha) ° pal Sepeer 


all |Perfermances Vv 
16 {Standard 4 
Figure 7.3: Double-clicking a bundle name opens a 
patch name window. 


Channel Column 


The Ch (Channel) column either displays 
‘all’, or shows a separate line for each 
channel on which the device can receive. 
This is controlled, per device, by the 
Show Channels menu command. 


Double-clicking on a number in the Ch 
column opens a window showing the 
names for the channel’s mode. This is 
important when you’re using a device 
with different modes on different chan- 
nels, as it is the only way to view a mode 
other than the first one. 


Patch Mame 
Document 


| Rate Setup 


Figure 7.4: Double-clicking a channel number opens 
the mode associated with that channel. 


Studio Patches Manual 


CHAPTER 7: The Names Window 


Device Mode Column 


Ifa given device supports multiple modes, 
then the Device Mode column contains a 
pop-up menu that lists those modes. If 
individual channels are zot being shown 
(“all” appears in the Ch column), the 
word “Various” may appear in this col- 
umn, indicating that not all channels are 
receiving in the same mode. To see all the 
channels listed individually, use the Show 
Channels command (see page 67). 


NAMES MENU 


baw 


The following menu becomes available 
when you use the Name Manager: 


Subscribe... 3U 
Use Factory/General MIDI Names 
Copy Subscription eC 
Paste Subscription so U 
Clear Subscription 8B 


Make Current 
Use Current Instead 


New Patch Document 
View/Edit Patch Names 


Tell Patch Provider 


Show Channels 


Figure 7.5: Name Window Menu 


| 
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Subscribe 


Subscribe allows you to select a patch 
document to which all the selected 
devices will be subscribed. 


Use Factory/General MIDI Names 


Some devices have built-in patches that 
cannot be altered. If you have such a 
device, and a file exists in the OMS Fac- 
tory Names folder, choosing this 
command removes any custom patch doc- 
ument and uses the device’s default 
names. 


If the device doesn’t have an associated 


Factory Names file, the General MIDI 
patch names are used instead. 


Copy Subscription 

This command copies the subscription of 
the selected device (s) to the clipboard. 
Paste Subscription 

This command pastes subscriptions on 
the clipboard onto the selected device(s). 
Any existing subscription is ignored; the 
new document becomes current 
automatically. 

Clear Subscription 


Removes the subscription information for 
any selected device(s). 
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Make Current 


When you choose this command, the fol- 
lowing dialog box appears: 


Make “WS Bundle” current for Wovestation? 


DD Send the patches 


Don’t Make Current | |{ Make Current J 


You can change your mind by clicking 
Don’t Make Current. 


If the Send the patches box is available 
and checked when you click Make Cur- 
rent, the Name Manager attempts to 
transmit the patches to the device. The 
application that created the patch name 
document must be capable of this opera- 
tion. For example, names obtained from a 
Galaxy bundle will work, but typed-in 
names documents won't. The box won't 
appear at all in the latter case. 


Use Current Instead 

Use Current Instead replaces the 
selected devices’ non-current subscrip- 
tions with subscriptions to the current 
patch document(s) for those devices. 
New Patch Document 


Creates a blank, untitled patch document 
for the selected device(s). 
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View/Edit Patch Names 


Choosing this command is equivalent to 
double-clicking on a device’s Patch Name 
Document column. You must select a 
device before choosing this command. 


Tell Patch Provider 


This menu item contains a sub-menu that 
lists the commands that can be sent to the 
patch provider. 


Open Patch Document... 
Find Patch... $8 F 
Send Patches to Device... 


If the patch provider understands the 
chosen message, it will perform that 
action. For example, if the patch names 
come from a Galaxy bundle and you 
choose Send Patches To Device, OMS 
will tell Galaxy to send the patch bundle 
to the selected device. 


Show Channels 


Show Channels controls whether the 
name setup window displays one line per 
channel or a single line for the entire 
selected device(s). To select different 
modes on different channels (e.g., “synth” 
mode on channels 1-9 and “drum” mode 
on channel 10), this option must be 
selected. If you deselect this option, the 
individual modes will still be remem- 
bered, and the device’s mode field will 
read “Various.” 
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PATCH NAMES 


The patch name window lets you view the 
names in a document supplied by a librar- 
jan, or type in your own. To open a patch 
name window, double-click on the name 
of a patch document in the name setup 
window. 


Patch Name 
Document 


B © Typed-in Bundle 


Device Mode 


E] o va Bont x 
BA 0 Genera * 
EQ o otter uveeo 


@ Studio Patches pm c| 
I= WV-650 


Figure 7.6: Double-click the patch name document 
to open the corresponding patch name window. 


If the patch document contains multiple 
modes, you'll only see the patch names 
for the selected channel’s current mode. 


To see a different mode, make sure that 
you are showing all channels in the main 
Name Setup window, then double-click 
the channel number of a channel that is 
set to the mode you wish to view. For 
example, in a General MIDI device, 
double-clicking the number “10” in the 
Ch column opens the Drums mode. 


Figure 7.7: Patch Name Window 
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A patch document contains any number 
of modes, each mode containing any 
number of banks of 128 patches. For 
typed-in documents, you may enter a 
name and number for each patch. Each 
patch may have a list of note and control 
names. You may also define default note 
and control names per mode, which are 
used whenever a patch has no note or 
control names of its own, or no name for a 
particular note or control. 


Patch documents for which you typed in 
the names are called Typed-In Patch 
Name Documents. This is to distinguish 
them from Patch Names retrieved from, 
for example, a Galaxy bundle. 


The Name Manager also allows you to 
attach note and control names to patch 
documents other than ones you type in. 
Double-click the Note Name Document 
or Control Name Document columns to 
open windows where you can enter the 
information. You are asked if you want to 
save the Note or Control Name informa- 
tion when you close their respective 
windows. 
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Patch Name Menu Commands 


Patches 


Save 
Save As... 


Copy Name List esC 
Paste Name List 38D 
Clear Name List 3B 


fidd Mode 
Remove Mode... 
Mode Name... 

Default Modes... 


Add Bank 
Remove Bank... 
Bank Select/Numbering... 


Figure 7.8: Patch Name Window Menu 


NOTE: Most of these menu items only apply 
to patch documents you create by typing in; 
they're disabled for documents that come 
from other applications, such as Galaxy. 


Saving 
If you are viewing a typed-in patch docu- 


ment, Save and Save As are used to save 
it to your disk. 
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You cannot save a patch document cre- 
ated by another application. However, if 
you have added note or control names to 
another application’s document, the 
Save Note/Control Names command 
will become available. This command 
adds the note and control name informa- 
tion to the document—you can’t save it in 
a separate file. 


NOTE: If you use Save As on a non-typed- 
in patch document, it becomes a typed-in 
batch document. 


Copy and Paste 


Copy Name List and Paste Name List 
are used to copy name lists between 
devices. 


Names are copied to the clipboard as text, 
so you can paste them into another appli- 
cation. For example, you could paste 
them into a word processor and then print 
out the patch list to keep near your 
device. Each line is copied as: 


Patch Number <tab> Patch Name 


Text on the clipboard can also be pasted 
in as names. If any patches are selected, 
the clipboard is pasted to the selected 
patches. If no patches are selected, the 
clipboard is pasted to all patches starting 
with the first. 


If the lines of text contain tabs, they are 
interpreted as” 


Patch Number <tab> Patch Name 
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Otherwise, each line of text becomes a 
patch name. 


Clear Name List 


This command erases the currently 
selected name list. 


Mode Commands 


Add Mode creates an entirely new mode 
for the document, and opens a new 
window to display it. 


Remove Mode removes the mode dis- 
played in the active window. 


Mode Name lets you name the mode dis- 
played in the active window. The mode 
name appears on the top line of the 
window. 


Default Modes opens a window where 
you select a default mode for each chan- 
nel. Whenever this patch document is 
subscribed, the channels will be set to the 
modes designated in this window. 


Example: General MIDI devices have two 
modes: “standard” and “drums”. Channel 
10 is always in drum mode, and all other 
channels are in standard mode. Figure 7.9 
shows the default mode screen set up for 
a General MIDI device. 
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SS General MIDI 


[ ch | default Mode |_| 


Figure 7.9: Default Mode Window 
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1 
2 
3 
4 
ke] 
6 
7 
8 
2 
10 
11 
172 
13 
14 
1S 
16 


Standard 
Standard 
Standard 
Standard 
Standard 
Standard 
Standard 
Standard 
Standard 
Drums 

Standard 
Standard 
Standard 
Standard 
Standard 
Standard 


Bank Commands 


Add Bank creates a new bank of 128 
patches following the bank containing the 
currently selected patch, or at the end of 
the document if there is no selection. 
Adding a bank or choosing the Bank 
Select/Numbering menu command 
opens the following dialog box: 


How is this bank chosen with Bank Select 
messages? 


Bank 


CiBank selecto(mse) [ | 
CBank setect 3288) [| | 


OD Automatically number patches in bank: 
@ 0-12? 


Prefix © 1-128 


© At1-B88 
(1 Assign GM equivalents to all patches 


Figure 7.10: Bank Select/Numbering Dialog 


You may specify a Bank Select message 
for the bank by checking one or both of 
the Bank Select check boxes to have that 
message sent, and by specifying the bank 
select value in the box to the right. 


IMPORTANT: Each bank must have a 
unique bank select number. A warning 
message appears if two banks have the 
same bank select ID. 


If you check the Automatically number 
patches in bank box, the patches will be 
automatically numbered according to the 
numbering scheme you select. 
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You can enter a prefix for the patch 
number in the Prefix box. For example, 
your synth may use banks with names 
like “RAM1”. You could number the 
patches “RAM1-0” thru “RAM1-127” by 
entering “RAM1-” in the Prefix box. 


begins here. Hole 
haw all the patch 


Figure 7.11: Using the Prefix feature 


If you check the Assign GM equivalents 
to all patches box, each patch will havea 
General MIDI patch equivalent assigned. 
This simply sets each patches’ GM equiv- 
alent to the number of the patch. It is 
useful if you have a bank configured to 
match the GM defaults, 


Remove Bank removes the bank in 
which the selected patch resides. 


The MIDI column in the patch name 
window displays MIDI representations of 
patches in the form bank0/bank32/patch 
number (0-127). bank0 and bank32 are 
each omitted when not used, which is the 
case for the default first bank. 


NOTE: If the device has less than 128 
patches in a bank, just leave the unused 
patches blank and they won’t show up in 
patch selection menus or dialog boxes. 
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NOTE AND CONTROL NAMES 


When you double-click the Note Name or 
Control Name columns in the patch win- 
dow, a note or control name window 
opens. 


=== Note Names 


oe) oa 

Ride Cymba 

Chinese Cy 

Ride Bell 

Tambourine 

Splash Cym 

Cowbell 

Crash Cymb 

Vibra-slap 

Ride Cymba 


Hi Timbale 
Lo Timbale 


Figure 7.12: Note Name Window 


Saving note or control names adds them 
to the name document, regardless of 
whether it is typed-in or from another 
application. 


71 


OL a ee 
SELECTING NAMES 

Once the various name lists are set up 
properly, the Studio Patches Editor will 
display names in all appropriate places 


(such as in Program Change events in 
Patch Start Sequences). 


There are two ways to choose names: 


e Asimple pop-up menu of choices, 
either sorted alphabetically or numer- 
ically. This appears when you click on 
a name field. 


e The “browser”. This is a more sophis- 
ticated window where you can choose 
numeric or alphabetic sort, group- 
ings, and more. This appears when 
you command- or option-click a name 
field. 


Figure 7.13 shows the pop-up menu that 
appears when you click on a patch name 
field. 


49: Testing 1 

4: The Sleeper 

0: The Wave Song 

Pe Time Traveler 

26: Tine Piano 

25: Touch Brass 

14: Toy Box 

19: Vektar 
Viatiques 
Vocalise 
Voice & Bell 
Vulean Harp 
‘Warehouse 
Warm Strings 
Wave Mallet 
Wave Tables 
Whisper Voices 


Figure 7.13: Pop-up Patch Name Menu 
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Name Browser 


If you leet"]- or (8 } click on aname field, a 
browser window opens: 


Spl alle Port 1, Channel | - Patch Nemes ETS on ee 
Grouping: 


Harp 
AVES 412 
» Enamel " 


@ By number 
O by nome 


Figure 7.14: Patch Name Browser 


The system sends each patch as it is 
selected. The By number/By name radio 
buttons sort the list by number or name; 
this is global and applies to pop-up menus 
as well. 


Patch Name Hierarchy 


The Grouping pop-up menu allows you to 
choose a grouping assignment for the cur- 
rent patch document. For example, the 
General MIDI patch name document con- 
tains the groupings None, General MIDI 
Groups and General MIDI Patches. If you 
select General MIDI Groups from the 
Grouping pop-up menu, you will be pre- 
sented with this list of groupings in the 
browser window: 
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Organ 
Guitar 
Bass 
Strings 
Ensemble 
Brass 
Reed 


Pipe 

Synth Lead 
Synth Pad 
Synth Effects 
Ethnic 


Percussive 
Sound Effects 
Other 


Figure 7.15: General MIDI Groups 


Selecting an item from this list narrows 
the list of available patches to show only 
those patches that belong to the selected 
group. For example, patches in the Piano 
group include Grand Piano, Brite Piano, 
and so forth. 


An additional advantage to using group- 
ings is that patch selection menus (such 
as those found in the control bar or in the 
list window) now show their contents 
hierarchically; that is, arranged by group 
(as shown in Figure 7.16). 
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Piano > 
Chromatic Percussion > 
Orqan > 


Guitar 


NylonGtr 


Bass Ne 26: SteelGtr 

Strings 27: Jazz Gtr 

Ensemble 28: CleanGtr 

Brass 29: Mute Gtr 

Reed 30: Ovrdrive 
Pipe J : Distortd 

Synth Lead I Harmnics 
Synth Pad > 

Synth Effects > 

Ethnic > 

Percussive > 

Sound Effects > 


Other 
Figure 7.16: Hierarchical Patch Selection 


You can create your own groupings with 
Galaxy, Opcode’s patch librarian applica- 
tion. Also, Galaxy automatically provides 
groupings for certain synthesizers. You 
cannot create groupings with typed-in 
patch name documents. 


Browser Menu 


Sort by number 
¥ Sort by name 


-¥ Show patches in any selected group 
Show patches in all selected groups 


Edit selected patch 


Figure 7.17: Browser Menu 
When you use the name browser, the 


menu shown in Figure 7.17 becomes 
available. 
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Sort by Number/Sort By Name 


These commands duplicate the function 
of the “By Name/By Number” buttons in 
the browser window. 


Show Patches In Any/All Selected 
Group(s) 


With “any selected group” selected, shift- 
clicking multiple groupings in the 
browser displays patches that belong to 
any of the selected groups (if you have 
programming experience, think of this as 
the “or” condition). 


With “all selected groups” selected, shift- 
clicking multiple groupings in the 
browser only displays patches that belong 
to all of the groups (programmers can 
think of this as the “and” condition). 


As an example, imagine you have a group- 
ing for “bright” and a grouping for 
“piano.” With “all selected groups” cho- 
sen, you would see only bright pianos 
listed, whereas with “any selected group, 
you would see all bright patches and all 
piano patches listed together. 


” 


Edit Selected Patch 
Tells the application which supplied the 


patch to start editing it, if the application 
supports the command. 
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OPENING FILES WITH 
DIFFERENT NAME SETUPS 


The Studio Patches Editor saves Name 
Setups in its patch document files. When 
you open a file that contains a different 
name setup, you have to answer some 
questions to let the Name Manager know 
how you want to handle the different 
assignments. This section walks you 
through the possible outcomes. 


First, you see the following dialog box: 


The patches used in the document being opened do not match 
those in your current Studio Setup. 


Make them current? 


Figure 7.18: Different Name Setups - first dialog box 


You have two choices at this point. The 
following sections describe these choices. 
Make Current 

This choice overrides all current Name 


Setup information with the information in 
the file being opened. 
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Usually if you want to change subscrip- 
tions, you also want to send the new 
patches to your synthesizers, and the 
Name Manager assumes that this is what 
you want to do. You will see a dialog box 
similar to the following, letting you know 
that transmission is going to start: 


In order ta make the names {nthe document be! ng opened 
current, tha following devices need to receive patch data. 
Pleass make sure they are proparly connected and ready to 
recaive data: 


(Ee] DR-660 2 * Typed-in Bundle i 


® Studio Patches pgm... a *General MID! 
= s¥-880 A other svee0 
* These patches need to be manually loaded into the device. 


Figure 7.19: “Getting Ready To Send” dialog box 


Typed-in patch documents have an aster- 
isk (*) next to their name, letting you 
know that they can’t be sent automati- 
cally. You should load up your devices 
with these patches in whatever manner is 
appropriate. 


Documents that can’t be found are dis- 
played in italics. 


When you are ready, you can click... 


e Send: to send the bundles to the 
devices. 


e Don’t Send: to proceed without 
sending any data. 


e Go Back: to return to the previous 
dialog box. 
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Don’t Make 


Clicking Don’t Make leaves the current 
patches current. However, you still have a 
choice to make: do you want to change 
the document being opened to use the 
current Name Manager subscriptions, or 
do you want to leave the file alone? 


Would you like to keep the patches that are saved with the 
document belng opened? 


if you choose not to do this, the document be!ng opened will 
be permanently changed to use the current patches in your 
Studio Setup. 


Figure 7.20: “Don’t Make Current” dialog box 


If you click... 


e Keep: the document is unchanged. 


° Change: the document is updated to 
use the current Name Manager sub- 
scriptions. If you save the file without 
changing its name, any record of the 
old subscriptions is lost. 


e Go Back: returns to the previous 
dialog box. 
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CHAPTER 8: Menu Reference 


This chapter documents each menu item 
and its function. 


FILE MENU 


New Patch Document 
Open... 
Open Current Patch Document 


Page Setup... 
Print... 


Figure 8.1: File Menu 


New Patch Document 


Creates a blank, untitled patch document. 
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Open 


Presents a directory dialog box in which 
you can locate a previously-saved patch 
document to open. If the new document 
contains a name setup that differs from 
the current name setup, you are asked 
how you want to handle this situation. See 
Opening Files With Different Name Setups 
(pg. 74) for more information. 


Open Current Patch Document 


Automatically finds and opens the current 
patch name document. 


Close 


Closes the currently open patch name 
document. 


Save/Save As 


Writes the current patch document to 
disk. If the document has never been 
saved, Save and Save As both present 
directory dialog boxes, allowing you to 
choose a folder and name for the new file. 
If the file has already been saved, Save 
overwrites it without prompting. 
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Save And Make Current 
Like Save (above), only it makes the doc- 
ument current at the same time. If the 


document doesn’t need to be saved, this 
command appears just as Make Current. 


Page Setup 

Opens the Page Setup dialog box for the 
currently chosen printer. 

Print 

Prints a list of the patches in the open 


patch document, along with their 
numbers. 
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OMS Studio Setup... 
OMS MIDI Setup... 


All Notes Off (Panic) 
Figure 8.2: Edit Menu 
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UNDO 


Reverses the previous operation, if 
possible. 


CUT 
Erases the current selection and puts it on 


the clipboard (presumably for pasting 
somewhere else). 
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COPY 

Copies the current selection to the 
clipboard. 


PASTE 
Pastes the contents of the clipboard at the 
selection point, if the data is compatible. 


(You can’t paste a copied patch into a 
patch’s name field, for example.) 


CLEAR 
Erases the current selection completely. 


(You can still undo if you make a 
mistake.) 


SHOW CLIPBOARD 


Shows the current contents of the 
clipboard. 


MOVE UP 
Moves the selected item up the screen. 
Useful for rearranging patch lists or the 


patches themselves, to group similar 
entries together, for example. 


MOVE DOWN 


Moves the selected item down the screen. 
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OMS STUDIO SETUP 


Opens the Studio Setup application. See 
the OMS documentation for a detailed 
description of this program. 


OMS MIDI SETUP 


Opens the OMS MIDI Setup dialog box. 
See the OMS documentation for a 
detailed description of this dialog box. 


ALL NOTES OFF (PANIC) 


Sends an “All Notes Off’ message to 
every channel of every device on every 
interface. Useful for getting rid of stuck or 
hung notes. 


PATCH MENU 


New Patch 
Edit Patch 
Recall Patch 


Sort by Patch Number 
Rebuild All 


Solo #35 
Unsolo a4 


Figure 8.3: Patch Menu 
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New Patch 


Choose New Patch to add a new empty 
patch to the patch document. Each patch 
document can hold up to 128 patches. 


Edit Patch 


Choose Edit Patch to open a patch edit- 
ing window. This is the same as double- 
clicking a patch selector dot in the patch 
document window. 


Recall Patch 


Choosing Recall Patch is the same as 
clicking in a patch’s diamond column. It 
makes the selected patch the current 
patch. After choosing Recall Patch, you 
will see a diamond next to the patch 
number to indicate that it is the current 
patch. 


Sort By Patch Number 


Choose the Sort by Patch Number com- 
mand to view your patch document in 
numerical order. When the command has 
a check mark to its left, patches will 
always be displayed in numerical order. 
When the command is unchecked, 
patches can be in amy order. 
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Rebuild All 


Choose this command to rebuild all your 
patches. You will need to use Rebuild All 
only if your patches, virtual controllers, 
virtual instruments or program change 
sources aren’t working, and the device 
menus in the appropriate windows don’t 
contain italicized choices. This situation is 
most likely to occur if you switch between 
two very similar Studio Setups (for exam- 
ple, one with a Studio 4 on the modem 
port, and another with the same devices, 
but with the Studio 4 on the printer port). 


Solo 


Mutes all destinations in a patch except 
for the currently selected one(s). 


Unsolo 


Unmutes all selected destinations ina 
patch. 
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WINDOWS MENU 


Windows 
Edit Virtual Controllers 
Edit Virtual Instruments 
Edit Program Change Sources 
Edit Patch Chain 
Device Patch Names... 


Edit Patch Start Sequence 31 
Edit Patch End Sequence #2 


Controllers for MIDI Editing... 


Figure 8.4: Windows Menu 


Edit Virtual Controllers 


Choose Edit Virtual Controllers to open 
the active patch document's Virtual Con- 
troller editing window. Choosing this 
menu item is the same as clicking the Vir- 
tual Controllers button in the patch 
document window. Virtual controller edit- 
ing is discussed in Chapter 3: Virtual 
Controllers and Virtual Instruments. 


Edit Virtual Instruments 


Choose Edit Virtual Instruments to 
open the active patch document’s Virtual 
Instruments editing window. Choosing 
this menu item is the same as clicking the 
Virtual Instruments button in the patch 
document window. Virtual Instrument 
Editing is discussed in Chapter 3: Virtual 
Controllers and Virtual Instruments. 
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Edit Program Change Sources 


Choose Edit Program Change Sources 
to open the active patch document’s Pro- 
gram Change Source editing window. 
Choosing this menu item is the same as 
clicking the Program Change Sources 
button in the patch document window. 
Virtual Instrument Editing is discussed in 
Chapter 4: Program Change Sources. 


Edit Patch Chain 


Choose Edit Patch Chain to open the 
active patch document’s Patch Chain edit 
window. Choosing this menu item is the 
same as clicking the Patch Chain button 
in the patch document window. Patch 
Chains are discussed in Chapter 5: Patch 
Chains. 


Device Patch Names 


This command opens the OMS Name 
Manager. See Chapter 7: The Names 
Window for more information. 


Edit Patch Start Sequence 


Choose this item to open a Patch Start 
Sequence edit window for the selected 
patch. For information on editing and 
using Start Sequences, see 

Chapter 6: Patch Sequences. 
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Edit Patch End Sequence 


Choose this item to open a Patch End 
Sequence edit window for the selected 
patch. For information on editing and 
using End Sequences, see 

Chapter 6: Patch Sequences. 


Controllers for MIDI Editing 


Choose Controllers for MIDI Editing to 
produce a dialog containing a list of all 
devices defined in your current Studio 
Setup document. In the dialog, select 
those devices you wish to use for MIDI 
entry of patch edit parameters. 
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CHAPTER 9: 


This chapter contains some ideas for how 
to apply the various features of Studio 
Patches, and also some troubleshooting 
tips. 
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MIDI MERGING 

An individual patch can contain more than 
one MIDI routing. As an example, let’s 
say that you (operating your Masterman- 
88 keyboard controller) and your drum- 
mer (playing his new GeoSkin MIDI 
percussion pads) both want to control the 
same Vectorific sound module patch from 
your individual controllers. This is a clas- 
sic example of MIDI merging. 


@) Choose New Patch from the Patch 
menu and create an Studio Patch with 
the Masterman-88 as the MIDI source 
and the Vectorific module as the MIDI 
destination. 


elim Masterman-98 '¥ [4 YVeotorifio'~ Ch 4 


Figure 9.4: Define the First Connection 
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@) Click the MIDI Source module icon 
and create a second connection 
below the first. 


* | Masterman-&8 w H= Veotorifio ~~ Ch 1 | 
(2 ~HP_vo-] 


Figure 9.2: Create a Second Connection 


@) Choose the GeoSkin drums as the 
MIDI source and the Vectorific as the 
MID! destination. 


¢|f=d  Masterman-68 Vv H&3 Veotorifiow Ch 1 
° S GeoSkin Drums © Y= Veotorific ~ Ch 1 


Figure 9.3: A Complete MID! Merging Patch 


With this patch, both the Masterman-88 
keyboard and the GeoSkin drums will 
play MIDI Channel 1 of the Vectorific 
module. 
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BAND ROUTINGS. 


You can route your entire band through 
the Studio 5. For instance, you could have 
the MIDI Tuba playing the Digiwhiz 2000, 
the GeoSkin drum pads playing the 
Banger Man II drum module, and the 
Masterman-88 keyboard playing a Pro- 
Maker/1 stacked with a Vectorific. This 
configuration would have a patch window 
similar to the one shown in Figure 9.4. 


* [ie noi tits v Hat oizivnis 2000 -¥ cn 3 


»[G sestnonne » HES teectimiy co 10 
‘Siemens ere a 
Sree 


Figure 9.4: A Band Routing Patch 


STUDIO 5 FOOTSWITCH IDEAS ™ 


The Studio 5’s two footswitches (FS1, 
FS2) and one foot controller (FC1) can be 
used as controllers in a Studio Patch. To 
use the footswitches or foot controller in a 
patch, simply choose the Studio 5 as your 
MIDI source. 


Volume Pedal 


A simple volume pedal is created in the 
following example. The Masterman-88 
controls MIDI Channel 1 of the Vectorific 
synth module. The foot controller (FC1) 
controls the volume of the Vectorific. 
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*jimml Masterman-88-v HE Yectorific-w Ch 1 
» g Studio S—Modem w ex = Vectorifiow Ch 1 


S 
[le Tae ae are 


Change control: 


Opcode FC (15) Vv 
wa 


To: 


Figure 9.5: Volume Pedal 


NOTE: You must make certain that Foot 
Controller In iz the Studio 5 menu is 
checked in order for Foot Controller infor- 
mation to be recognized. Foot Controller 
status is saved within the Studio 5’s inter- 
nal memory. 


Improved Volume Pedal 


You can improve upon the above example 
by adding an Event Type Filter module. 
Use the filter to pass only Opcode foot 
controller data from the Studio 5 to the 
Vectorific as shown below. This prevents 
MIDI Time Code, if it’s in use, from being 
sent to the Vectorific—thus thinning the 
MIDI data stream. 


‘& Masterman-83 ‘© H&=3 Vectorific'¥ Ch 1 } 


St ee 
*/f2  Stuslo S-Modem © HEHGLHS Vecterifiow Ch 1 | 


O Pass All [1 notes Dlteswneia) + | 


@ Pass Only... [2] Programs 


O Pass nllEncept.. {1 Aftertouch | a 
CipPow aftertoueh FL] [Yonmne (2) | 

D1 Aotive Sensing OPitch Bend OPato ) 

(7) Beat Clock Cisystemexctusive []{SustainPai(6a)_ ~~ | 

Ci) timecode Dniise. system Kl[Orcoce Foy) © | 


Figure 9.6: Improved Volume Pedal! 
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Virtual Pedals 


As another example, assume that you 
want to use the Studio 5 foot controller 
(FC1) as a volume pedal, and a Studio 5 
footswitch (FS1) as a sustain pedal. Using 
Virtual Controllers is the easiest and most 
efficient way to handle this task. 


@) Choose Edit Virtual Controllers 
from the Patch menu or click the 
Virtual Controllers button in the 
current patch document window to 
open the Virtual Controllers editing 
window. 


@) Design a Virtual Controller similar to 
the one shown in Figure 9.7. See 
Chapter 7 to learn about Virtual 
Controllers and Virtual Instruments. 


OPoss An 
@ Pass Only. 
O Poss All Except. 


Figure 9.7: Defining Virtual Pedals 


You can now use these Virtual Controllers 
in any patch, without worrying if they are 
sending MIDI Time Code to your MIDI 
output devices. The following example 
illustrates the use of these Virtual Con- 
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trollers in a patch where the Masterman- 
88 plays Channel 1 of the Vectorific while 
the Studio 55’s foot controller controls 
Vectorific volume and the Studio 5’s FS1 
acts as a sustain pedal. 


¢|k=el Masterman-88 v H= Vectorific y Ch 14 | 
. > Studio 5 Sustain Pedal ¥ {3 Vectorifio-v Ch 1 | 
* D Studio 5 Volume Pedal ¥_>{5=3_Vectorific-y ch 1 | 


Figure 9.8: Using Virtual Pedals 


EXPRESSIVE INSTRUMENTS 

You can use velocity switching to trigger 
different sounds—the triggered sound 
depends on the note-on velocity. Velocity 
switching can add greater dynamic real- 
ism to instruments, or provide startling 
special effects. You can design patches to 
perform velocity switching if your synthe- 
sizers don’t offer it. Even if your 
synthesizers do offer velocity splitting, 
Studio Patches provide the additional 
advantage of velocity switching between 
devices. 


Assume, for example, that your Vectorific 
sound module has a nice pianissimo piano 
sound, and that the Digiwhiz 2000 sam- 
pler has good mezzo-forte piano and forte 
piano sounds. Build a patch similar to the 
one shown in Figure 9.9. 


2 Vectorifiow Ch 1 
feel Digiwhiz 2000 ~ Ch 1 


fed Digivhiz 2000 ~ Ch 2 | 


[AP 


¢|imml Masterman-88 v 


Figure 9.9: Velocity Switching 
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Notice that a soft touch plays the Vec- 
torific piano sound, medium playing 
triggers a mezzo-forte piano sound on the 
Digiwhiz 2000 (Ch. 1), and banging on 
the keys plays a forte piano sound on the 
Digiwhiz 2000 (Ch. 2). 
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ONE FINGER CHORDS 


To ease the pressure during a live perfor- 
mance or to compensate for a short reach, 
you can use splitters and transposers to 
build one-finger chords. 


The patch example shown in Figure 9.10 
produces a minor ninth chord from just 
one note. 


=) Masterman-88 VY bH#= ProMaker/1 7 Ch 1 | 


+1 oct M2 ProMaker/1 7 Ch 1 | 


+D oct m7 ProMaker/1¥ Ch 1 | 
+0 oot P5 ProMaker/1 w Ch 1 {= _Promaker/i v ch 1 | 
+0 oct m3 


Figure 9.10: One Finger Chord 

If you hit a C, then your sound module 
would produce the chord shown in 
Figure 9.11. 


ra 


Gif 


Figure 9.14: Cm9 Chord 


BANK SELECTION 


You can use the Start and End Sequences 
to send bank select messages to your syn- 
thesizers. For each bank in your 
synthesizer, simply design a Studio Patch 
that recalls and plays that bank. 


The patch document shown in Figure 9.12 
contains 10 different patches for playing 
the Matrix-1000 synthesizer. Each patch 
contains a Start Sequence with a system 
exclusive event that selects and locks a 
Matrix-1000 bank. The End Sequence 
unlocks the bank when you leave the 
patch. 


62: Start Saquenco Geese 


on H@OwSe = 
a 


Muvi-1000 © fe 101006040707 Q 
a 
2} 


id _° Sardonic Patch Document 


GRIEZED ES 


Matrbe- 1000 Crt Dark! «- K2000 
Matric 1009 Ch} Dank? « K2000 

GB Matrbe- 1000 Ch! Bank3 «- K2000 
© 64 Matrtr-1000 Cnt Banké & K2000 
© 6S) Matrbe- 1000 ht Bead ¢- K2000 
© G6 Matrtr-1000 Ch! Danks « K2000 
© GT Matrte-1000 Ch! Bank? « K2000 
* = 69 Matrix-1000 CAI Barkd «- K2000 
© 6 Matrtx-1000 Cht Denkd « K2000 


celewaaG) 
[seein rete 


Matte 1000 7 


ime FO 1006 CONT Loy 


FO} 
fe 


Figure 9,12: Studio Patch Selects Matrix-1000 Bank 
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STUDIO PATCH PROBLEMS 


A MIDI Source or Destination 
module contains a question mark 


Question marks indicate undefined mod- 
ules. Click anywhere to the right of the 
question mark to open a pop-up menu of 
MIDI devices as defined in your current 
Studio Setup document. See Part 2 for 
more details. 


One or more MIDI Devices do not 
appear in the MIDI source pop-up 
menu 


The MIDI device is being used elsewhere 
within the same patch as a MIDI source. 


Patches don’t work— MIDI source 
or destinations are italicized 


You probably have a patch document that 
was created with a Studio Setup docu- 
ment other that the one that is now 
current. Either make the other Studio 
Setup document current, make another 
patch document current, or re-select any 
italicized MIDI Source or Destination 
modules in the current patch and save it. 
See Chapter 6 for more information. 


Patches don’t work— MIDI source 
or destinations are NOT italicized 


Choose Rebuild All from the Patch 
menu. 
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